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Take your place on the 
grid and experience the 
excitement of wheel-to-wheel 
racing. Realistic damage 
and exhilarating handling. 

Shunt out the competition 
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the greatest range of 
auto-racing in any game. 
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at the Pontiac Virtual NCAA Final 4 
website (pontiac.com/virtualfinal4) 
where you can set team preferences, 
get tournament results, and hook up 
with other gamers. 


The Pontiac Virtual NCAA Final Four 
Tournament powered by College Hoops 
2I<6 Don't just watch the tournament 
this year... Live it. 
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IW1 GAME OF THE YEAR 
LU AWARDS: REPLAY EDITION 

We not only choose the best games of 2005—we also show you new tricks to try in 
them in this special “replay edition” of our annual awards 



Resident Evil 4 


EDITORIAL 



I have a confession. I paid for and downloaded 
Wik: Fable of Souls on my Xbox 360. It’s not a 
bad game...it’s just the type of game your guy 
friends make fun of you for if you tell them 
it’s not a bad game. I initially had to play it 
to do a quick impressions write-up (see page 
100). But rather than play it for free on our 
special Xbox 360 debug machines that we have 
at work, I paid my own money to download it on my 
personal machine at home so I could earn the game’s 
achievements and resulting Gamerscore points on my 
Xbox Live Gamertag account, which only invited more 
harassment from my buddies. I didn’t care—I wanted 
those points. 

To help safeguard my masculinity, I also bought 
games like Geometry Wars Evolved and Robotron: 2084. 

I got some achievements there, too, but I keep playing 
them for a different reason: I want to climb up the 
leaderboards within my friends list. 

If you’ve been reading Electronic Gaming Monthly 
for the last few months, you know I’ve been giving the 
Xbox 360 a lot of crap for offering games that only have 
marginal improvements over their current-generation 
counterparts. But I have to admit, the machine is still 
pretty brilliant. The leaderboards and achievements 
system have gotten a lot of people playing games a 
lot longer than they normally would—or even playing 
games they wouldn’t be playing otherwise. The Xbox 
360 has recaptured a certain magic from a bygone era 
of when we used to play games for high scores and 
bragging rights and nothing else. 

I still think future Xbox 360 games need to blow 
me away and make me want to retire my current-gen 
systems permanently. But until then, it’s back to Wik for 
me. I have a few more achievements to unlock.... 

—Dan "Shoe" Hsu, Editor-in-Chief 
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NINTENDO] 



Letters 

sappy nostalgia, guitar shreddm", and ultimate-fighting champions 







LETTER OF 
THE MONTH 


A warp pipe 
down memory lane 

I just finished reading your “200 
Greatest Games of Their Time” count¬ 
down [EGMti 200], and the comments 
on your top pick (Super Mario Bros.) 
brought back lots of memories. When 
I was 4 years old, my grandpa (of all 
people) introduced me to videogames 
with his NES. I can’t remember too 
many details, but I do remember sit¬ 
ting on the couch with my grandpa, 
watching him play through Super 
Mario Bros. I remember the night 
when my family all stayed up until 
after midnight just to watch him play 
all the way to the final Bowser. I was 
hooked and reeled in. 

Twelve years and eight systems 
later, I’m a freshman in college and 
still a Nintendo nut (I have the shirts 
and underwear to prove it). When I 
think of videogames, I don’t think of 
all the controversies surrounding the 
industry; I think back on the fun times 
with my friends and family. I’m sure I 
would have been close to my grand¬ 
parents and made friends had they not 
bought that NES (and handed it down 
to me), but I can’t imagine it being any 
more fun than it was. Thanks for the 
nostalgia trip! —CJ Stewart 


^ctropuvnkton O We wish we’d grown 
EtfCTRu^ O up in your family, CJ. 
,, ° I Thanks for sharing. 

A For your Letter of the 

_. r r . Month, you’ll receive 

I a totally sweet game 
« ed from the EGM vault. 


■ Anyone who can summon a dragon with 
rock just to slay it a minute later is an effin’ 
guitar god, we figure. 

Know your guitar heroes 

In your interview with John Tam about 
Guitar Hero [EGM it 199], you asked 
who would rock harder—Dio or Yngwie 
Malmsteen—and Mr. Tam didn’t know 
who Yngwie was. Mr. Tam, you made an 
entire game about guitar and you don’t 
know who Yngwie is?! Malmsteen is one 
of the greatest players to ever grace a 
guitar. Get yourself a copy of Attack! by 
Yngwie and prepare to be rocked and 
amazed by what he can do. 

—Matt Pauls 

Dude, you are so right. He shreds! Just 
check out his bitchin’ cover art. 

Shadow of the devil 

I know that some people think video- 
games are evil, but my mom seems to 
think one game in particular is beyond 
anything else. It’s not a Grand Theft Auto. 
It’s not Playboy: The Mansion or The Guy 


POST OFFICE 


Game. Nope, it’s Shadow of the Colossus. 
She thinks that it’s made by demons 
thanks to the made-up language and the 
ending (I won’t spoil it). Games aren’t 
made by demons to possess little kids or 
teach us criminal behavior. 

—Victor M. 

Wait, your mom thinks the phony 
humping in Playboy: The Mansion is 
less evil than the phony language in 
Colossus ? Then hide your Sims games 
under your pillow (they have both!). 

Raging professionalism 

The editorial in the January issue [EGM 
#199] made me shake 
my head. I share [Editor- 
in-Chief] Shoe’s horror 
over “editorial coverage 
for sale.” It’s an absolute 
travesty that this kind of 
thing goes on, and it does 
hurt the credibility of gam¬ 
ing journalism. But there 
are plenty of other things 
that affect credibility, and 
frankly, EGM has commit¬ 
ted its share of offenses. 

If gaming journalists 
are going to be taken seri¬ 
ously, they need to start 
coming across as professionals. EGM has 
lingering problems in this regard. First off, 
let’s look at the language. Does the phrase 
“kiss my ass” really belong in professional 
writing? How about all the references to 
“testicles,” “raging erections,” and all 
other forms of adolescent humor? It may 
be funny (or even hilarious depending on 


Rambling and ranting from our message boards, boards.lURcom 
(look for Electronic Gaming Monthly's forums) 

2005 was the year of .;.. 

...dead pixels and Jack Thompson. 


...the Gizmondo. 


overpromise and underdeliver. 


how unsophisticated your sense of humor 
is), but it doesn’t exactly scream “profes¬ 
sional.” The solution is easy: get rid of it. 
Humor is great but sophisticated humor is 
even better. Challenge your readers. Don’t 
assume they’re all knuckle-dragging idiots 
who won’t get the joke. 

—Jane Branden 

We couldn’t stop laughing at that “raging 
erection” line long enough to finish your 
letter. You should write for us. 

The other Rock 

[Spelling and grammar mistakes have 
been left in the following letter for comic 
effect. —Ed.] 

My name is Nathan 
Quarry—Nathan “Rock” 
Quarry, to be precise. I 
am a big gaming fan and 
though you might want to 
do a right up on a celbrity 
who enjoys gaming. I am 
a full contact fighter for 
the Ultimate Fighting 
Championship (nathan- 
quarry.net). Anyway, what 
I have right now is a PSP 
and about a half a dozen 
games. Lately, I’m getting’ 
killed in Grand Theft Auto. 
Just thought you might be interested in 
a fan who kicks ass on the screen and in 
the cage! 

—Nathan "Rock" Quarry 

Glad to see those old stereotypes 
about gamers being fat and unathletic 
shattered. Now let’s work on the jocks- 
are-dumb thing. ► 


CONTACT EGM 


-many things, but “lucid dreams” wasn’t one of them. 

...no GameCube games. 


EGM@ziffdavis.com 


EGM Letters 
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San Francisco, CA 94105 

E-mail: subhelp@egmmag.com 
Web: http://service.egmmag.com 
Phone: (800) 779-1174 


E-mail: back_issues@ziffdavis.com 
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TO UNLOCK THE BFG 


FIVE RULES OF GUNCRAFT 


GUNS ARE THE STARS OF THIS SHOW 

BLACK™ explodes with a massive arsenal of high-powered firearms, including rifles, riot guns, and grenade launchers. 

EVERY BULLET IS YOUR BABY 

Make every miss count. If you can’t get a target in your line of sight, blast the ceiling and bring it down on top of him. 

BIGGER AND LOUDER 

BLACK credos: Don’t use a small gun when you can use a big one and don’t blow up something small when you 
can blow up something big. 

LEAVE A TRAIL OF DESTRUCTION 

Bullets pulverize plaster and splinter boards; bigger ammo breaks down doors and shears concrete from buildings 
in fat chunks. 

DEATH IS AN OPPORTUNITY 

Catch an enemy in the shoulder and spin him around into the enemy behind him, blow the balcony out beneath another- 
get creative with your kills. 
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Excessive Halo love 

I love Halo. I listen to the soundtrack for 
hours on end. I can’t wait for Halo 3. I’m 
going to skip school and camp outside of 
Best Buy for two weeks if I have to. I cried 
when Sam died in the novels. He was my 
favorite Spartan (besides Master Chief, 
who I’m having tattooed on a part of my 
body when I can). I’ve read all of the nov¬ 
els at least a dozen times. Halo is a drug, 
and my friends say I get high off it a lot. 
I’ve got all the posters in my room. One is 
above my bed for inspiration. 

—Kyle C. 

Gamer stereotypes reasserted. 

In-joke outed, on a plane 

While scanning the “Overheard” page in 
EGM# 199,1 noticed a sneaky screenshot 
from the soon-to-be-blockbuster movie 


p# a 


TM AND © 2006 
TECHNOS JAPAN CORP. 
LICENSED BY 

NINTENDO OF AMERICA INC. 



Snakes on a Plane. For those who don’t 
know, Snakes on a Plane is an action-thrill¬ 
er slated to come out in 2006. It’s set on a 
plane, where an assassin, bent on killing 
a witness in protective custody, lets loose 
a crate of deadly snakes...on the plane! It 
stars Samuel L. Jackson. This is possibly 
the best idea for a movie ever, and I’m sure 
it will be followed up by stellar sequels 
such as Snakes on a Train, Snakes on a 
Boat, and Snakes in my Pants. 

—Sam Martone 
Good news, Snakes on a Plane 
enthusiasts. Nebraskan Mike Arnold is 
making his own Snakes game (left). 


Microwave burrito lag 

I was playing Lumines against my sister 
this past Christmas, after kindly giving her 
a PSP and the game as her present, when 
a funny thing happened: My mom turned 
on the microwave in the next room, and 
it created PSP game lag! But after the 
microwave shut off, it was all good. 

—Scott Whitmore 
Whoa. You may want to have the 
radiation shielding in your microwave 
looked at. Have you noticed your sister 
growing a humpback or found thick, 
furry patches of hair on the bottoms of 
your feet? 


GAME OESIGN-O-RAMA 

Got proof that game design is best left to the pros? Send your 
concept (with art) to EGM@ziffdavis.com, subject: Design-o-rama 


TOP 200 COMPLAINERS OF THEIR TIME 

Proof that readers love to hate last month’s top-200 list... 


Where’s Kid Icarus [in last issue’s “200 
Greatest Games of Their Time”]? The 
first time I played that game it blew me 
away. It was one of the hardest games I 
ever played, and it had a story line that 
brought us to ancient Greece for the 
first time. 

—Chris Stratton 

“Greatest games of their time,” you said. 
Then how does Panzer Dragoon Saga fit? 
This game is great (I own it), but how can 
it be one of the greatest of its time if no 
one played it? — Darin Herrick 



Try Googling “The Velvet Underground.” 

I can’t believe there were no Dragon 
Quest or Dragon Warrior games on the 
list. This is the series that made me drop 


$80 for the Japanese version of Dragon 
Quest VI, break the tabs off the inside 
of my SNES, and learn enough Japanese 
symbols to play through the entire game. 
It was my biggest learning accomplish¬ 
ment in college. 

—Nathan Lee Lenneman 
Our list was geared toward U.S. gamers. 
By the time the first Dragon Warrior 
came out here, it was five years old and 
overshadowed by the likes of Phantasy 
Star and Final Fantasy. 

It’s bad enough that you omitted so 
many great games from all the con¬ 
soles, from Atari 2600 to Xbox, but put¬ 
ting two Zelda and two Mario games in 
the top 10 is just biased. I’m so sick of 
Zelda and Mario games. 

Try something new, Nintendo! How 
many Zelda and Mario games can you 



have on a 200-game list? Seventeen, 
apparently. 

—Tony Smith 

See if we invite you to our next Mario 
party, Tony. 

As a sailor in the Navy and a longtime 
gamer, it disheartens me to see Mega 
Man II ranked at No. 53. This is my favor¬ 
ite videogame of all time. Sure, it had 
great gameplay, but it also had the best 
soundtrack of all time. I can still hum 
every level’s theme. 

— HM3 Robert M. Quevedo 
Crash Man salutes you, sailor. 

I think its really strange that you decided 
to leave out both Grand Theft Auto: Vice 
City and Grand Theft Auto: San Andreas. 
You guys put tons of other same- 
franchise games in there. Both GTA 
sequels improved on their predecessors 
greatly, and I think they deserved a place 
on your list. 

—Emanuel Vinson 

Yeah, yeah, yeah...we knew you guys 
would gripe. That’s why we let you vote, 
too. Check egm.1up.com for your picks 
for the Top 25 Games EGM Missed. 


me Matrix: Path at iia 

Tired of being the Last in Line, 
Ronnie James takes the red pill 
and discovers that the world of 
fantasy he has been singing about 
truly exists. Find the Wizard, the 
Rainbow, and the Key as the 
Magical Mage. Fight your way 
through the Servants of Hades and 
prepare for the Final Boss: Ozzy 
Osbourne. There can be only one 
singer of Black Sabbath. Do you 
have what it takes to be the Man on 
the Silver Mountain? — Mojopin 


WIN THE GAME 
OF THE MONTH 


We’ve hidden 
movie quotes in 
this issue—spot 
one and you can 

r win our Game of 
the Month. Go to 


V ity 


the Month. Go to 
EGM-G0TM.1UP. 

com. There you can 
send us a message W 
(subject head: 

Movie Quote: EGM #201) with the 
quote, the movie it’s from, and the 
page number you found it on. Include 
your mailing address (no P.0, boxes!) 
and your full name. Three randomly 
selected readers will win copies of 
this issue’s Game of the Month. 


OOPS! 


Our list of the 200 Greatest Games 
of Their Time contained a numbering 
typo. 53-56 should have read: 
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Visit www.esrb.org 
for updated rating 
information. 


The RPG for the Next Generation 
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The Elder Scrolls® IV: Oblivion™ © 2005 Bethesda Softworks LLC, a ZeniMax Media company, the Elder Scrolls. Oblivion. Oblivion character and place names. Bethesda Game Studios. Bethesda Softworks, ZeniMax and their related logos are registered trademarks or trademarks ot ZeniMax Media Inc. 2K Games and 
he 2K Games logo are registered trademarks or trademarks of Take-Two Interactive Software Inc. Microsoft, Xbox, Xbox 360, and the Xbox logos are either registered trademarks or trademarks of Microsoft Corporation in the United States and/or other countries and are used under license from owner. All Rights Reserved. 









































Catch Massive Air! 
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Shred the Wake! 4-player Ultimate Battle! 


WHO NEEDS WHEEIS 
WHEN YOU’VE GmUR? 



SEGA is registered in the U.S. Patent and Trademark Office. SEGA, the Sega logo, the SONIC TEAM logo and Some Riders are 
either registered trademarks or trademarks of SEGA Corporation. © SEGA Corporation, 2006. All Rights reserved. "Playstation' 
and the "PS" Family logo are registered trademarks of Sony Computer Entertainment Inc. Microsoft. Xbox and the Xbox logo 
are either registered trademarks or trademarks of Microsoft Corporation in the United States and/or other countries. TM. ® 
and the Nintendo Gamecube logo are trademarks of Nintendo. © 2001 Nintendo. The ratings icon is a trademark of the 
Entertainment Software Association. 
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MARIO CREATOR SHIGERU MIYAMOTO RECENTLY SAID THAT NINTENDO’S WAR CRY IN 2006 IS "CREATE NEW FUN...WE MUST RETURN TO THE 


press start 

| gaming news, previews, brazen strumpets, and other stuff 


■ Nintendo Executive VP of Sales 
and Marketing Reggie Fils-Aime 
talks Revolution and more. 
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The big guy at Nintendo talks about playing music on your Game Boy, 
browsing the Web on your DS, why you shouldn’t toss your GameCube, 
and what we still don’t know about the Revolution controller 


’m about kicking ass, I’m 
about taking names, and 
we’re about making games.” 

Not your typical gaming trade show 
speech, but as we’ve learned over 
the past year and a half since that 
now-infamous introduction, Reggie 
Fils-Aime is not your typical gaming 
executive. Whether it’s his plain-spo¬ 
ken style, his genuine passion for the 
game business, or his towering 6’4” 


“People said [the DS was] a gimmick...if 
[that’s a] gimmick, give me a few more.” 

—Nintendo VP of Sales and Marketing Reggie Fils-Aime 


frame, Nintendo’s Executive VP of Sales 
and Marketing stands out. So when 
we wanted to chat about the state of 
Nintendo’s current and upcoming sys¬ 
tems, the one name we wanted to talk 
to was the man typically known by one 
name: Reggie. —Mark MacDonald 

EGM: Let’s start off with what 
everyone wants to hear about: 
Nintendo’s next-generation 


console, the Revolution. A lot 
of people are excited about 
the one-handed, motion-sens¬ 
ing controller, but skeptics— 


including at least one high- 
profile developer—wonder if it 
might be just a gimmick. What 
do you say to that? >- 


BEGINNING, TO RECAPTURE THE ESSENCE THAT MADE PEOPLE WHO ENJOY GAMES EVEN NOW ENJOY THEM IN THE FIRST PLACE....” - 
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REGGIE (CONI.) 



■ iPod watch your back—Nintendo is consid¬ 
ering this import-only device that would allow 
its handheld systems to also play music. 
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DS HANDHELD HAVE REACHED CLOSE TO 13 MILLION UNITS. 


“There are elements to Revolution we’ll 
be sharing up until launch.’’ 


■ Which of the Revolution controller’s abili¬ 
ties do we still not know about? Our money is 
on camera and microphone functionality. 


Reggie Fils-Aime: My answer is this. 

When we launched Nintendo DS and said, 
“two screens, touch screen, voice activa¬ 
tion," there were people on the sidelines 
carping, “Boy, sounds like a gimmick to 
me.” Here we are over [10] million [DS’s] 
sold worldwide later, a number of over-a- 
million-unit-selling pieces of [DS] software, 
a huge current hit with Nintendogs , certainly 
a hit with Mario Kart—tf those are gim¬ 
micks, give me a few more. I think what we 
are showing is that we are innovative, and 
the fans are responding positively. 


EGM: When Nintendo first 
showed the controller, it said 
there were other functions 
it wasn’t talking about yet. 
Might those include 


■ Nintendo announced a version of 
Tetris (with Wi-Fi multiplayer for up to 
10 players) coming to DS in March. 


a digital camera and micro¬ 
phone? 

RF: As much as I think [Nintendo President 
Mr. Satoru] Iwata likes me, if I shared 
that with you I probably wouldn’t be here. 
[Laughs] You know, here are the facts: 

Come [this May], we’ll disclose a lot more. 
After [that], we’ll disclose even more, and 
right about the time of the launch, we’ll 
disclose even more. There are certainly 
elements to everything we’re doing about 
Revolution—I’m talking beyond the control¬ 
ler, the virtual console, all the different 
elements—we’ll be sharing all the way 
up to launch. And I believe as consumers 
understand the full range of benefits and the 
full functionality, the more and more they’re 
going to get excited. I really do. 


EGM: Given [Mario creator] 
Shigeru Miyamoto’s outspoken 
admiration for Sony’s EyeToy 


camera and the microphone 
function in the DS and recent 
GameCube games [like Odama 
and Mario Party 7], they 
seem like a natural fit for the 

Revolution controller. 

RF: [I] could certainly see all of that. Again, 
our orientation is, how do we push the gam¬ 
ing experience, the interplay between the 
player and the game? So all of the different 
elements that enhance that capability—use 
of a camera, use of the microphone, voice 
activation—all of that certainly I believe is 
fair game. 


EGM: How about online with 
the Revolution—how will it 
work? Will it be more like 
Xbox Live? Or more similar 
to how the DS is now, where 
you get a friend code that’s 
different for every game and 
you exchange that like a 
phone number to find each 
other online? 

RF: I would think [it’ll be similar to the 
DS]. Again, that’s been part of our [plan] in 
creating an environment that is more friend 
and peer-to-peer based, versus simply, “I 
wanna go take on everybody” for certain 
types of games. 

EGM: You mentioned the 
“virtual console” where users 
can download old games to 
play on the Revolution. We 
know you’re experimenting 
with revamping some games 
graphically—what about 
retrofitting them to use the 
Revolution controller? 

RF: [Long silence] Honestly, I don’t 
know. If I look at this personally, 
given my own gaming experi¬ 
ence, I would love to play 
my favorite game, 
whether it’s Kid 
Icarus or it’s 
Zelda: A 
Link 


to the Past. I’d like to play the original game 
in its original configuration. I don’t know 
how I would feel as a fan to take that origi¬ 
nal game and to augment it in some way. I 
don’t know what the technical challenges to 
do it are either. We’ll find out. 


EGM: Any chance we’ll see a 
“virtual console”-style online 
distribution of older Nintendo 
games for the Nintendo DS 
now that it’s online? 

RF: We certainly never say never. The piece 
that we are learning as we work through 
our plans for a virtual console on Revolution 
is really working to understand the flow of 
content, how to manage that. That’s a fairly 
large interface to do it effectively. So my 
concern would be, how do you embed that 
on a DS [cart] in addition to the game to 
really make it effective? But we’ve said from 
the start that Nintendo Wi-Fi Connection is 
meant to be the service both for the DS as 
well as the Revolution. So could you see a 
merging of that technology at some point in 
the future? Certainly possible. 

EGM: You’ve said you’d like 
to see a Web browser for the 
DS—so what’s stopping you? 

RF: My belief is that we thought a licensee 
was getting into that area, and once we 
heard that we backed off. If we end up see¬ 
ing that nobody’s really going to enter that 
space, it may be something that we’ll go 
back and look at. I know that Mr. Iwata has 
talked about it. 

EGM: A big part of the online 
experience is communica¬ 
tion, but so far the online DS 
games have had limited or 
nonexistent chat functions. 
Why not enable something 
like PictoChat or voice? Is 
that coming to future games? 
RF: Two things: First, we did do a tech 
demo of [online voice chat for the DS 
already], so it certainly is something we’re 
exploring. But having said that, we believe 
what is most important to the [online] gamer 
is free [and easy service]. [That’s > 









Violence 
Blood and Gore 
Language 


Experience the freedom of total destruction - where everything in your path can 
be destroyed. With Destruction on Demand^ - airdrop reinforcements into the 
battlefield to instantly increase your firepower. Four Multiplayer Modes 
including Co-Op, Deathmatch> Strategic Victory and Destruction via Xbox Liver 


DESTRUCTION ON DEMAND 


© 2005 THQ Inc. Developed by Relic Entertainment. THQ, Relic Entertainment, The Outfit and their respective logos are trademarks and/or registered trademarks of 
THQ Inc. All Rights Reserved. All other trademarks, logos and copyrights are property ot their respective owners. Microsoft, Xbox, Xbox 360, Xbox Live, the Xbox 
logos, and the Xbox Live logo are either registered trademarks or trademarks of Microsoft Corporation in the U.S. and/or other countries. 
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■ Although its touch screen seems perfect for 
Web browsing, the Nintendo DS doesn’t have 
a program to do it with...yet. 


> what we believe is] going to get more than 
the current 10 percent of people who play 
online games. As we get some experience, 
if we find that the chatting aspect is more 
important, I wouldn’t be surprised to see it 
show up in our games. But we have really 
focused [on] what our data says are the key 
drivers for a great online experience. 

EGM: So you’re not closing it 
off, but right now you’re not 
convinced that it needs that? 

RF: Correct. 
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■ Stuck with one of these 
things? Reggie says play 
Super Mario Strikers and... 
uh, let’s see, yeah.... 


■ Might the GameCube’s Zelda: Twilight 
Princess be programmed to use the 
Revolution controller in some way? 


[of 2006 GameCube lineup]. There are 
some other titles that we’re looking at. 
What I will say is this: Super Mario Strikers 
is a great game. People are looking at 
Strikers as a Mario sports title, when the 
analogy is much closer to Super Smash 
Bros. I hear what you’re saying, that for 
the core fan the delay of Zelda is a disap¬ 
pointment, [but] we have a number of 
strong titles that make it worthwhile to 
keep your GameCube. 


EGM: ...those titles being 
Mario Strikers and....? 

RF: Coming from Nintendo in terms of first- 
party published, certainly Strikers is the 
big one. The other ones I can’t talk about 
because they’re on the cusp of whether we 
bring them into the first calendar quarter or 
whether they go into the second calendar 
quarter. There are a couple out there that 
are gonna be keeping our fans busy. 


EGM: Speaking of Zelda , 
best-case scenario, it’s a 
few months away from the 
Revolution launch, worst case 
scenario is it’s coming out at 
the same time. Is there ever a 
point where you believe that 
it would be better to switch 
it over to Revolution? Or 
does it not matter, since the 
Revolution will be backward 
compatible with Cube games? 
RF: Exactly. I think that our senior man¬ 
agement has made it very clear that 
bringing Zelda: Twilight Princess out on 
GameCube is important, that we want to 
satisfy the GameCube fan base and have 
it be on that system. You’ve said the obvi¬ 
ous, which is that [because] Revolution’s 
backward compatible, it will almost 
effectively be a launch title for Revolution. 
The trick will be what makes it special to 
play on Revolution, and to the extent that 
we could create something like that, boy, 
wouldn’t that be fantastic? Certainly one of 
the things that I would love to see is some¬ 
thing that makes Zelda , when it’s played 
on Revolution, do something magical. And 
I think that any Nintendo fan would love to 
see that. 


EGM: When will we see 
the inevitable redesigned 
DS—the DS SP or DS Micro, 
if you will.... 

RF: The ongoing iteration? That’s a great 
question. I’m certain that folks are thinking 
about it. I haven’t seen one yet, but it’s a 
natural evolution of what the electronics 
business is going through today: 

Make it smaller, make it 


people who do the Flash memory, maybe do 
a bundle that includes the Flash memory... 
that’s the opportunity. 


brighter, make it more fashionable...it’s 
a great idea; I’ll have to talk to Mr. Iwata 
about it. 


EGM: Yeah, I’m sure you had 
never thought of it until we 
brought it up now. [ Laughs ] 
Still on the DS, are you con¬ 
sidering giving it broader 
media-playing capabilities like 
the PSP? In Japan Nintendo 
sells a device that allows 
the DS to play movies and 
music—are you thinking about 
bringing that to America? 

RF: [Gets up and produces a box of that 
very Japanese device from his desk] It’s 
something that we’re thinking about, yes. 
[Smiles] I think there’s a unique opportunity 
simply for an MP3 device. I’d rather cre¬ 
ate a great [marketplace] disrupter, do an 
MP3-playing cartridge that’ll fit in a DS, fit 
into a [Game Boy Advance], both Micro and 
large-size, and be able to sell it at a fairly 
aggressive price. And then [we would] be 
able to talk to the Sandisks of the world, the 


KNOWN FOR MAKING DARKWATCH) TO ITS DEVELOPER POOL.... ^ 


“I’d love to see something that makes 
[the next] Zelda , when it’s played on tl 
Revolution, do something magical.’’ 


EGM: Last and certainly least, 
let’s talk GameCube. I think 
it’s safe to say it’s been dis¬ 
appointing lately, with the 
delay of the next Zelda and 
very few decent new games.... 
RF: I think, certainly, the delay of Zelda was 
disappointing to the core fan. It was disap¬ 
pointing to me. We have worked hard in 
talking things through with [Nintendo HQ in 
Japan] to really make sure that the game is 
going to be absolutely fabulous. I think those 
same fans are going to be bowled over, 
bowled over when they see the final game. 


EGM: But what do you say 
to somebody who owns a 
GameCube now, who’s thinking, 
“Maybe I sell my GameCube 
now, and when Zelda comes 
out I play it on my Revolution? 
Because I don’t see much 
between now and then to 
get excited about....” 
RF: All we’ve announced 
is [our] first quarter 
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For a thrill-a-minute ride, 

-Wizard: The Comics Magazine 


Inspired by Marvel's^est-seUing^books^ 4 *The Ultlmates,” this 
is the extraordinary story of some^ero independent super 
heroes who, like it or not, must fight as one to save the world. 


DVD SPECIAL FEATURES 


® “Avengers Assemble” Featurette 
® The Ultimate Voice Talent Search 
® First Look at Ultimate Avengers II 
® And More! 



and LirviD February El. BOOB 


FOR ACTION VIOLENCE. 


w.ultimateavengers.cam 

lATE AVENGERS and all related Marvel characters: TM & © 2005 Marvel CharactersSic All rights reserved, www.marvel.com Produced under license from Marvel Characters, Inc. 
a co-owned registered trademark. LIONS GATE: TM & ©2005 Lions Gate Entertainment^. All rights reserved. 
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What the other side of the world Is playing 



HALF-LIFE 2: SURVIVOR 


An arcade version of Half-Life 2? Isn’t 
that called a “LAN party?” No, it’s much 
fancier (and a lot more hygienic) than that. 
Survivor (codeveloped by Taito and Valve) 
is an honest-to-God Half-Life 2 arcade 
machine, complete with Net linkup, three 
game modes, and an IC-card slot so you can 
save your progress. The single-player game 
is pretty much the same as what you’ll find 
in the PC and Xbox versions—just edited 
down to make it more fast-paced. 

Why bring this first-person shooter to 
the arcades? Japan doesn’t have much 
of a (nonperv) PC game scene to speak of. 
so for most gamers, Survivor is their first 
taste of state-of-the-art PC graphics. Taito’s 
refined Half-Life 2 to Japanese tastes, 
too. as it now sports a control scheme not 
unlike Virtua On's twin-stick setup. 




THE NOROI NO GAME 

This screen looks kind of like the 
Japanese version of The Ring. Good eyes, 
because this budget adventure game rips 
off that horror movie so badly, they might as 
well put a mousy woman with scraggly hair 
on the cover. In it, gullible young woman 
Saori finds a game at her friend Chika’s 
house and loads it up, only to find “Saori 
has been cursed” displayed onscreen. Chika 
turns up missing, of course, and it’s Saori’s 
job to find out what’s going on. 

Wow, that is a huge rip-off. Sure is. But 
at least when you finish the game, you’ll 
be rewarded with an hour-long live-action 
movie that wraps up the story. 





Right now, someone 
(who has too much money) 
is enjoying this tricked- 
out Xbox 360 with 
matching controllers and 
a bigger hard drive. 

$1,500 


This 
“Retro 
Shag” 
green fuzzy 
faceplate 
for the 360 
will help 
your fancy 
new console 
blend in 
with the 1970s Middle 
Americana vibe of your 
mom’s basement. 

$15 


Yes, a 360 with a 
few extras did sell for 
$750,000. How? Well, 

95 percent of the proceeds 
went to the American 
Red Cross. 



WHAT’S PLAYING IN THE 


COMPUTER 


GAMING 


Expansion packs provide a handy 
means to extend the life of a great 
game—and, in some cases, to vio¬ 
late their predecessors in ways that 
would make even Jacko cringe. This 
month: one of each. 

Battlefield 2: Special Forces 


Battlefield 2 dazzled shooter fanatics 
with some of the best competitive 
gameplay since Counter-Strike and 
brought a whole new strategic layer 
to the genre thanks to its Commander 
mode. Sadly, the new Special Forces 
expansion turns BF2 into the PC gam¬ 
ing equivalent of F-Troop\ Grief play 
gets a whole lot easier here, thanks 
to abuse-friendly flashbang grenades 
and flimsy vehicles that facilitate 
unfair exploitation of the game’s team 
kill rules. Nighttime ops are no good 
either, since Special Forces fails to 
employ natural lighting; turn your 
monitor’s brightness up and night 
becomes day. Lone gunmen might find 
solace in some of the new tools, but 
you’re probably better off just waiting 
for the patch. 

Guild Wars: Factions 


A massively multiplayer role-playing 
game with no monthly fee: genius. 

A huge expansion that merges Guild 
Wars' player-versus-player content 
with story-driven gameplay: even more 
so. This spring, Factions introduces 
an Eastern-themed continent to Guild 
Wars, complete with new professions 
(assassin and ritualist), another killer 
story line with competitive campaign 
objectives, and a faction-based turf 
war that encourages player guilds 
to form alliances for some truly epic 
smackdowns. Best of all, Factions is a 
stand-alone product, making it a great 
entry point for series greenhorns. 

—Ryan Scott, 
Computer Gaming World 


WAGERWEB.COM IS TAKING BETS ON THE NEXT MADDEN COVER ATHLETE (AND WHETHER HE WILL FALL VICTIM TO THE MADDEN CURSE). 
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THE GREAT ONES ALWAYS LOOK FOR 

AN EDGE 

T he great ballplayers always seem to have the inside edge—and 
now so does Major League Baseball 2K6. Our revolutionary Inside 
Edge" feature authentically recreates the one-on-one pitcher-batter 
showdown with unprecedented realism by incorporating three 
years of actual MLB scouting reports and analysis into every 
pitch and every swing. 



Get the Inside Edge with Major League Baseball 2K6 on 
PlayStation 2 computer entertainment system, PSP” (PlayStation 
Portable) system. Xbox' 5 , Xbox 360" and Nintendo GameCube 

www.2Ksports.com . 
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SWING STICKA revolutionary analog batting inter- PURE MOTION brings authentic MLB animations and V.I.P. SYSTEMSave your friends’ player profiles THE ONLINE EXPERIENCE - Fully customizable leagues 

tace that brings Big League control to every at bat. physics to life with unprecedented detail and variation, and compete even when they're not available. and the most comprehensive feature set anywhere. 


The only officially licensed video game on every major console * 


EVERYONE 



© 2006 Take-Two Interactive Software and its subsidiaries. All rights reserved. 2K Sports, the 2K Sports logo, and Take-Two Interactive Software are all trademarks and/or registered trademarks of Take-Two Interactive Software, Inc. Major League Baseball and 
Hall of Fame trademarks and copyrights are used with permission of Major League Baseball Properties. Inc. and the National Baseball Hall of Fame and Museum. Inc., respectively. Visit the official website at MLB.com ©MLBPA - Official Licensee. Major League 
Baseball Players Association. Visit the Players Choice on the web at www.MPBPlayers.com ©MLBP 2006 / MLBPA 2006. “PSP” is a trademark and “PlayStation" and the “PS" Family logo are registered trademarks of Sony Computer Entertainment Inc. The Online 
icon is a trademark of Sony Computer Entertainment America Inc. Online play requires internet connection and Memory Card (8M8) (for PlayStation 2) (each sold separately). Memory Stick Duo™ may be required (sold separately). Microsoft, Xbox, Xbox 360. Xbox 
Live, the Xbox logos, and the Xbox Live logo are either registered trademarks or trademarks of Microsoft Corporation in the U.S. and/or other countries. © 2005 Nintendo. ™, ®, and Nintendo GameCube are trademarks of Nintendo. © 2001 Nintendo. The ratings 
icon is a registered trademark of the Entertainment Software Association. 
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As a shape-shifting warrior, you must explore a series of sprawling, peril-laden dungeons, hacking 
and slashing your way through five huge game worlds, and slaying more than 40 diabolical crea¬ 
tures. Take the role of one of five powerful classes, including a dual-blade-wielding assassin, a 
spell-casting magician, nimble-footed scout, an enigmatic mercenary, and powerful swordsman as 
you quest through five huge game chapters in a race to save your race from extinction. Customize 
your hero any way you see fit—each character type has its own strengths and weaknesses, and you 
can modify a character with a variety of skin tones, hair styles, armor, weapons, and clothing. 


with enhanced graphics, special 
effects, and environment lighting. 
New cut-scenes and voice-overs 
help bring the story to life. More 
than 45 highly detailed 3D game 
environments have been pain¬ 
stakingly hand-crafted to include 
destructible walls, hero-killing traps, 
and plenty of strange objects to 
investigate and manipulate. 

Take the The Warrior’s Code’s 
online, with multi-player action via 
wireless play. Play cooperatively with 
a friend as you run through the 
game’ story mode, or battle with 
three others in a four-man player- 
versus-player competition. Online 
play features both a chat and 
matchmaking system so you can 
find and talk with friends across the 
world, and blends seamlessly with 
single-player action so you can take 
your skills and items from solo play 
into multiplayer and vice-versa. 

* According to NPD Group as of October 1,2005 


The grand 
adventure 
awaits. 

And this 
is one 
Legend 
that needs 
to be told. 


LEGENDARY! 


It’s hard to believe that an adventure this big 
can fit on a handheld. 


An upgraded combat engine brings 
new life to the battles. Expect new 
moves and character abilities, along 


Take the fight to the enemy with 
brand-new and powerful Attacks 
of Opportunity that can damage 
a group of monsters at once. Or 
map six different spells to the 
PSP™ system’s controller buttons 
to eviscerate the opposition with a 
magical assault. Better still, morph 
into an unstoppable beast for a 
short period of time to lay waste 
to a group of foes. Just watch out: 
the improved artificial intelligence 
for the game’s creatures means 
they’re even tougher to beat than 
ever before. 


Live the way of the warrior with 
Sony Online Entertainment’s brilliant 
new PSP™ (PlayStation®Portable) 
system role-playing game Untold 
Legends™ The Warrior’s Code™, an 
all-new sequel to the number one 
PSP™ system RPG game*, Untold 
Legends™ Brotherhood of the Blade™. 


tiNsbrn- 

LEGENDS 

'WarworTcodF 



SONY ONLINE 
ENTERTAINMENT 



i—'_TF. 

PlayStation. Portable 



Game Experience May Change 
During Online Play. 


© 2006 Sony Online Entertainment Inc. SOE and the SOE logo are registered trademarks and Untold Legends and The Warriors Code are trademarks of Sony Online Entertainment Inc. "PSP" is a 
trademark and "PlayStation" and the "PS" Family logo are registered trademarks of Sony Computer Entertainment Inc. Memory Stick Duo™ may be required (sold separately). The ratings icon is a 
registered trademark of the Entertainment Software Association. All other trademarks are properties of their respective owners. All Rights Reserved. 
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The SEQUEL to the 


# J ACTION RPGX 

on the PSP “system* 




Experience five chapters of stunning 
new levels rendered in exquisite 
graphical quality and enhanced detail. 


Hack, slash and morph your way 
through the game with the help of 
the superior combat system. 


Immerse yourself in an epic storyline 
brought to life through dramatic 
in-game cinematics and voiceovers. 


Pre-order now at WWW.UntOldlegendS.COm 


PlayStation. Portable 






















»THE FRENCH POSTAL SERVICE HAS COMMEMORATED THE SIMS WITH A SERIES OF STAMPS SOLD THROUGH ITS WEBSITE 


TOOLS OF 
HIS TRADE 


“It’s crammed full of all sorts 
of junk,” he says, “and being 
able to pull that junk up at 

any moment’s notice is piv- ‘ -. 

otal. That’s my job—keeping current 
with all that stuff.” 


Our monthly look at the jobs you want- 
with tips from the guys who have them 


Possibly Rogers’ most " 

important tool: “I’m 

constantly playing builds 

of games we’re working 

on,” he says. “I must play 

builds of each game once £ 

every two to three weeks, 

and I always have to pro- - 

vide feedback. That’s my port into the 
production team.” 


DETAILS 


Experience: 13 years in the game biz 
Notable games: God of War, Maximo: 
Ghosts to Glory, Pac-Man World-, 
SpongeBob SquarePants: Lights, Camera, 
Pants!-, John Madden Football 


bring to the table,” says Rogers. “I can 
say I want a game that’s like Asteroids 
but with a TIE fighter-looking ship with a 
green hand that crushes the asteroids... 
but drawing it out is much easier.” 


Rogers is an idea man. He communicates 
game ideas to developers while telling 
licensors (like the SpongeBob people) 
what’ll make a great game. “I have more 
potential to come up with game ideas 
than if I were pretty much anywhere 
else in the industry,” he says. “It was 
[something I’d do] once every two years 
when I was a lead designer. Now it’s 
once a month. I get to steer the direction 
of the game, so if I can get one idea in 
there that’s different, I’ve done my job.” 


Rogers uses this art-manipulation 
program to mock up drawings, quickly 
coming up with design sketches so he 
can communicate ideas to developers. 
“Art comes in superhelpful when I’m 
doing what I do now,” he says. “I used 
to draw football players and cowboy 
lizards; we’re all game geeks and it 
helps having that visual vocabulary.” 


Salary range: $70,000 to $120,000 
Recommended education: Originally, 
Rogers, who wanted to work in comic 
books, studied fine art in school, but 
he realized there were better job 
opportunities in film. So he upped his 
education quotient with a double major 
in fine art and film production. “Study 
things aside from games—math, science, 
archaeology—because you never know 
when you’re going to use that information 
in building your game,” he says. 

Location of most jobs: At game-publisher 
headquarters on the West Coast 
Current level of demand: It’s quite a 
specialty job, so fairly low. 


Out of school, Rogers worked for eight 
months at an animation studio—until they 
laid everyone off. “I was hanging out in a 
coffee shop,” he says, “and a friend at a 
game company called Silicon & Synapse 
[which eventually went on to work on 
WarCraft ] said, ‘You know how to draw 
on a computer, right? We’re looking for 
people.’” From there, Rogers went to a 
company called Park Place Productions, 
where he worked drawing characters for 
various sports games, ranging from John 
Madden Football to NHL Hockey Night. 
Then it was off to start Sony’s San Diego 
studio. He eventually ended up THQ. 

—Evan Shamoon 


“Seems like I’m 
always travel¬ 
ing,” he says. “We 
have developers in 
Budapest, New York City, 
Chile, the U.K., Canada, 
Florida, Japan. I’m thankful 
for this part of the job.” 


Lots of e-mails, meetings, traveling, 
playing early versions of games, writing 
feedback and documentation, reading 
magazines, generating game ideas, 
pitching games to licensors and/or THQ, 
meeting with the marketing department, 
and more. His art background comes in 
handy, too. “My ability to draw is what I 
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Blood and Gore 
Intense Violence 
Strong Language 
Suggestive Themes 


$10 rebate for The Godfather DVD Collection in every game.* 

Game software © 2006 Electronic Arts Inc. Electronic Arts. EA and the EA logo are 
trademarks or registered trademarks of Electronic Arts Inc. In the U.S. and/or other countnes. 
All Rights Reserved ,M . ® and © 2006 Paramount Pictures. All Rights Reserved. "PSP" 
is a trademark and "PlayStation" and the "PS" Family logo are registered trademarks of 
Sony Computer Entertainment Inc. Memory Stick Duo™ may be required (sold separately). 
Microsoft. Xbox and the Xbox logos are either registered trademarks or trademarks of 
Microsoft Corporation in the U.S. and/or in other countries and are used under license from 
Microsoft. All other trademarks are the property of their respective owners. EA™ is an 
Electronic Arts™ brand. ’For a limited time only, offer expires 4/30/06. 
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Publisher: Ubisoft 
Developer: 
Release 


SPLINTER CELL ESSENTIALS 


Can Sam finally complete 


a portable assignment? 


picks his own brain to discover who might’ve tampered 
with his personnel files, you’ll play select missions from all 
three previous console editions and DA , as well as a host of 
brand-new assignments. Gameplay stays the course here, 
but you’ll find new gadgets like one that alters how you hack 
computers. Multiplayer, though, takes a different route: 
Instead of the franchise’s popular spy-versus- 
merc mode, it’ll only be sneaky fellas taking on 
other sneaky fellas. And it’s just a shame we 
can’t break necks over the Internet (Essentials 
merely features local Wi-Fi matchups). 


am Fisher has successfully snuck into your liv¬ 
ing room three times: in Splinter Cell, Pandora 
Tomorrow, and Chaos Theory. But like an awkward 
teenager, this spy simply can’t find his way into your pants 
(well, if that’s where you keep your handheld). After disas¬ 
trous GBA, DS, and N-Gage showings, Ubisoft’s stealth-action 
series will now give Sony’s portable machine a shot with 
Splinter Cell Essentials. 

While this game is set after the events of Double Agent 
(due later this year on the PS2, Xbox, GameCube, and Xbox 
360), it also acts as somewhat of a history lesson. As Sam 


NEWS TIDBITS THAT ARE FULL OF SURPRISES 



GTA Port of a Different Nature 

Companies always shrink down their 
console games for handhelds, but not the 
reverse. Rockstar is bucking that trend, 
as Grand Theft Auto: Liberty City Stories 
(PSP) will violate the PS2 this spring. It 
also confirmed a new portable GTA for 
’06. Our money’s on a Vice City Stories.... 


Xbox 360 Goes Higher-Def 

The Sega 32X, the Nintendo 64DD, the Dreamcast DVD player—proof that most 
hardware add-ons either fail miserably or never see the light of day. So we’re 
still scratching our heads about Microsoft’s decision to release an external HD- 
DVD drive for the Xbox 360 by the end of the year. No pricing was announced, 
but expect it to run at least $200 (stand-alone HD-DVD players cost between 
$500 and $800). Another minus for this pricey add-on: It’ll only be used to 
watch HD-DVD movies (expect no game functionality whatsoever). 
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T he guys at Rare barely dodged 
a bullet. We’d been trying and 
trying to land an interview 
with the developers of Xbox 360’s 
Perfect Dark Zero, and finally, we 
got one—but with Lead Multiplayer 
Designer Duncan Botwood. Hey, noth¬ 
ing against the guy, it’s just that we 
really wanted to give the single-player 
designer some s*** for that mess. Oh 
well, at least Botwood tackled some 
tough questions himself (and we got to 
sneak in a single-player Q anyway).... 

—Dan “Shoe" Hsu 


EGM: The multiplayer achieve 
ments are the hardest ones tc 
get in PDZ. Has anyone gotter 
all 50 of them yet? 

We’ve seen someone 
who’s gotten very, very close. He’s got, 

I think, 880 out of 1,000 [in his PDZ 
Gamerscore], which is very impressive 
indeed. He’s got so many of the kills, it’s 
incredible. We’re very impressed by that. 
Probably been playing it since launch. 


EGM: We didn’t think 

anyone would ever get 
1,000 melee kills, but a 

few people have gotten 
to that point now. 

We are trying to cater to 
the people who are going to be 
playing the game day in and day out 
for a long time. We want to give them 
something to aim for, and that’s a really 
good way to do it. It does reflect into their 
Gamer Card, and then other people can 
see that, and that’s really cool. That’s one 
of the ace bits of 360 Live. 


EGM: Even with their variants, 

six maps feel skimpy. 

We had many prototype maps, and 
we’re drawing on those for some of the 


£4 


PDZ downloadable content is com¬ 
ing! New maps, bug fixes, and...bot 
personalities? Check out the rest of 
this interview in “EGM Extras” on 
egm.1UP.com to find out more. 

k r 


What kept it from being perfect? 


» GATHER YOUR ORCS-THIS SUMMER, ELECTRONIC ARTS WILL RELEASE FOR XBOX 360 ITS REAL-TIME STRATEGY GAME THE LORD OF 






downloadable content. During testing, it 
was very obvious that we had a massive 
testing load with all the various options 
that we had. At one point there were 
almost a thousand different permutations 
of multiplayer that we would have to fully 
test. So some maps fell by the wayside 
purely to bring that number down. We 
[ended up using] the best, most balanced 
maps that we had in testing, [the ones] we 
thought players would enjoy. 

From a certain point of view, admittedly, 
yes, there are only six basic, usable maps, 
although I tend to class that as seven 
because Desert is a particularly different 
one. You can use an entirely different area 
of the map to have a different game. 

EGM: So we get the idea 
behind running more slowly 
when wielding heavy weap¬ 
ons, but if you think about 
it, when you put one away, 
aren’t you still technically car¬ 
rying it? Shouldn’t you still be 
running slowly? 

If you’re using your arms—to 
tackle this in the same spirit as the ques¬ 
tion—you can get a bit more momentum, 
you can work them hard, you can get 
more air in your lungs, and therefore your 
body’s more aerated, your muscles are 
more aerated, and you can run faster. So 
from a scientific point of view [Chuckle] or 
a simulation point of view, that’s at least 
partially correct. But it’s more driven by 
[gameplay] balance than it is by pure, real- 
world physics correctness. 

EGM: That wasn’t a serious a 
question, by the way. We just 
wanted to see what you would 
say about that. 

[Laughs] I would agree, but I think 
it’s more realistic than carrying around 10 
different weapons, and the only reason 
you’re carrying around 10 different weap¬ 
ons is because of the numbers from one 
to zero on [a PC’s] keyboard. We think [our 
way] works within context, at least to the 
degree that you expect from a videogame. 

EGM: For multiplayer, isn’t 
aiming from cover silly since 
it allows the attacker to get 


“They’d get lost* Inexplicably* in a room 

with one exit —PDZ Designer Duncan Botwood on the playtest groups 



Single player’s guiding arrows: bad game 
design or baby-gamer aid? Answer: both. 


a bead on an enemy, and 
meanwhile it keeps him out of 
sight from that other player? 

It seems unfair to be able to 
aim at something when you 
actually don’t have eye con¬ 
tact with it. 

We had a discussion on this amongst 
the team as well, and it came out pretty 
much how you said. “This is particularly 
unfair—are we doing it just to get Joanna 
in third person?” And I would have agreed, 
but for the situation I found myself in 
rather often, which is lurking around the 
corner for far too long, and then someone 
coming up and clubbing me in the head 
and getting a free kill because I was just 
standing there. 

The cover move makes you very vulner¬ 
able in particular ways. And you can’t stay 
in it for a very long time without people 
knowing where you are—normally you 
can see a little bit of them around the cor¬ 
ner, which is a clue. The gun’s pointing out 
or the foot’s around the corner, and that in 
itself is enough to [prevent the move] from 
being too powerful. 

I should say, [the move] is pretty useful, 
particularly in some of the harder difficulty 
levels in the story mode, but I don’t think 
it’s overpowered, not in the multiplayer. 
And you can’t watch both the direction 
you’re aiming at and behind you [at the 
same time]. We needed the vulnerability in 
that, and not being able to look behind you 
is the vulnerability. 


EGM: So we’re giving you 
unlimited funds.. What’s your 
Dark Ops loadout? 

Ah...unlimited funds. Armor, obviously, 
because, well, you have to. And then prob¬ 
ably the [DEF-12] shotgun, and then a gre¬ 
nade assault rifle...either the Superdragon 
or the FAC-16, mainly because I like the 
ability to deal with people close up and 
snipe from a distance, because I am a 
filthy camper, as the rest of the [develop¬ 
ment] team will testify. 

If I was playing a smaller map, then it 
would probably be DEF-12, Viblade, and 
possibly the Hawk boomerang if I was 
feeling particularly nasty, because that 
means I can hide on radar, I can be an 
enemy on radar, I can deflect rockets, and 
I can also deflect bullets. That’s a particu¬ 
larly nasty little setup for people who feel 
comfortable knowing what’s coming at 
them and changing weapons to fit. 

EGM: We have to ask a ques¬ 
tion about single player The 
guiding arrows that drop down 
on the f1oor...aren’t they just 

acknowledgement that the 
level design is broken, that 
players will eventually get lost 
and the game needs to show 
them where to go? 

Umm, no, I don’t think so. [When we 
had blind playtesting with] the public, 
they ranged in skill and capability and 
awareness, from the very good to the very 
bad, and the very bad really needed the 
help. When you see some people who’ve 
never played shooters before pick the 
game up and try to play it because it looks 
interesting to them, they’d just get lost, 
inexplicably, in a room with one exit. So 
you have to help those people out, and 
eventually they will come to enjoy the 
game and know how to move around in it. 
But sometimes, they’re just dumbfounded. 
It could be Call of Duty, it could be Halo, it 
could be Perfect Dark Zero, but they will 


approach all the different games in the 
same way. And the waypoint system was 
there in the multiplayer, so we decided to 
import that into the single player to use as 
part of the help system, and it works very 
well on easy [difficulty]. 

If you’re seeing it all the time, then 
you’re playing it on easy, I would say. If 
you barely see it, then you’re playing it on 
medium or hard. So it’s purely there as a 
help for the totally lost or the totally new. 

EGM: What’s up with the lim¬ 
ited-edition extras disc?. It’s 
very disappointing. It feels 
like an intern threw it togeth¬ 
er at the very last minute. 

[Somewhere between a laugh and 
a sigh] I can’t really comment on that 
because I wasn’t involved in it. But we 
would have loved to do extra stuff; we just 
didn’t have the time. We’re not a very big 
team here. 


EGM: How long until we see 
the next Perfect Dark? 

[Long pause, then laughs] I don’t 
know. I really don’t know. We’re not even 
thinking about it at this stage, because it 
would get in the way of the downloadable 
content. [See the online portion of this 
interview for more on that— Ed] 

EGM: Do you feel like you’ve 
come close to tapping all the 
power of the Xbox 360? 

No way. This is a first-generation 
game. In power, in processing-power 
terms, there’s more to come, definitely, 
from the machine. Launch titles won’t 
show that, although we have the content, 

I would say, of a second- or third-genera¬ 
tion game. I think we’re just feeling our 
way [right now]. 



Don’t watch the extras disc in the limited- 
edition set of PDZ. It’ll only piss you off. 


A RARE PLAY 

Check out the custom game types the masochistic developers at Rare play in their offices... 


Shepherd 

Team Killcount, no autobalance, one 
player on team two and the rest on team one 
Falcon 17s only 

All bots easy (Agent) and on team two 
“The single player must try to win despite 
being on a team of ‘targets.’” 


DarkSnipers 

Killcount. The higher the point limit, “the more the [bots] 
rub it in,” says Botwood, whose name suddenly sounds funny to 
us. “For maximum pain, use the more open Desert map.” 
Snipers only 

Darkbots (Dark Agent)...lots of them 

“You don’t stand a chance.” 


Game name: 

Just how good are the Darkbots anyway? 

Team Killcount 

Anything without explosives 
One Darkbot (versus humans) 

“This is what it’s like for the guards in 
story mode going up against Joanna....” 


THE RINGS: THE BATTLE FOR MIDDLE-EARTH II. EXPECT CONSOLE-FRIENDLY CONTROLS (IT WAS FIRST A PC TITLE) AND ONLINE PLAX ...» 
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SILENT FILM 

Konami’s Silent Hill fogs up the big screen 


I o you’ve become understand¬ 
ably wary when it comes to 
I big-screen adaptations of your 
favorite games. From Super Mario Bros. 
to Doom, nearly every motion picture 
inspired by our industry has royally stunk 
up the multiplex. (The continually fecal 
torrent of flicks like House of the Dead 
and Alone in the Dark by German director 
Uwe Boll certainly doesn’t help matters, 
either.) But one upcoming game-to-film 
project actually shows promise—Sony 
Pictures’ Silent Hill (opening April 21). 
Shortly after an impressive trailer ignited 
positive buzz among the fan community, 
EGM sat down with director Christophe 
Gans ( Brotherhood of the Wolf) and 
composer Akira Yamaoka (director of the 
Silent Hill games) to discuss their fog- 
drenched horror flick. 

—Shane Bettenhausen 


EGM: Did the stigma of work 
ing on a videogame-based 
film deter you? 

Christophe Gans: Of course it was 
challenging, but it was impossible 
for me to do Silent Hill and not be 
serious about it. It’s much 
easier to adapt Doom, 
even if it turns out to be a 
disaster—as we’ve seen 
[recently]—than to adapt 
Silent Hill. If you want 
to adapt Silent Hill, you 
must be ready to face all 
of the complexity of the 
story. For a lazy direc¬ 
tor, like the one who 
directed Doom, Silent 
Hill would be too big 
of a piece to swallow. 

I dreamed of adapting 
this game when I first 
started playing the 
first one six years 
ago. I prepared 
for this for years, 
knowing that every 
fan in the world would wait for me 
with an ax. I will be sniped when I 
to buy my games at my favorite st 
if I do a bad job. And I understand 


that. I’m a fan of the games myself—I 
admire the work of Akira and his friends, 
and I feel like someone who joined the 
group and tried to transport that amazing 
piece of art into a different medium. I love 
the fandom, and I understand these people 
and how tense they get when they hear, 
“Your favorite game is going to be adapted 
by some French guy.” [Laughs] 

EGM: It’s impressive that you 
actually tackled the mythol¬ 
ogy of the games rather than 
creating a simpler story...was 
that something you intended 
from the project’s outset? 

CG: Yes. Although, when we first decided 
to do Silent Hill, we wanted to base it on 
the second game. It was very natural, 
since that game is the favorite of every 
fan, and it’s the one with the most beauti¬ 
ful world, and it’s the most emotional one 
of all four. Every gamer who finished the 
game knows what I’m talking about... 
it’s a very tragic and romantic 
game, and it’s a beautiful adapta¬ 
tion of the myth of Orpheus- 
going to hell to bring back his 
love, Eurydice. It was not a 
real Silent Hill, though; the 
town serves as the back¬ 
ground to the story, but it’s 
not really about the mythol¬ 
ogy. So, when we decided 
to do the film, we realized 
that it was impossible 
to talk about Silent Hill 
and not talk about why 
this town is like that. So 
we realized that we had 
to adapt the first one. 

Of course, we were 
facing the fact that the 
characters that we 
love so much were 
designed for games, 
and not to be played by 
real actors. It became 
readily apparent when 
we began to write the script and 
had to deal with the [main] charac¬ 
ter, Harry Mason. We realized after 
two weeks in the writing process that 


“He will realize that he is wrong on his 
deathbed/’ 


—Silent Hill director Christophe Gans on game-hating critic Roger Ebert 


Harry was actually motivated by feminine, 
almost maternal feelings. It’s not that he’s 
effeminate, but he’s acting like a woman. 
So, if we wanted to keep the character, 
we would have to change other aspects 
of him...so to be true to the character, we 
changed Harry into Rose. Essentially, all the 
people who love Silent Hill are more inter¬ 
ested in seeing the mood and atmosphere 
of the games rather than if a certain char¬ 
acter is wearing pants or a dress. 

Also, when we decided to adapt the 
characters of Cybil and Dahlia, we found it 
difficult, mainly because they appear only 
sparsely in the game. When you have to 
create a narrative arc for these characters, 
you have to work really hard to make 
them work on the big screen. I didn’t want 
to do what they did with Resident Evil: 
Apocalypse when they put Jill Valentine 
onscreen. I mean, that’s a perfect example: 
I love Jill Valentine...in the game, but not 
onscreen. I mean, I’m sorry, but just dress¬ 
ing a girl like her doesn’t make her the 
character. 

EGM: Did you feel a need to 
clearly explain the Silent Hill 
mythology to the audience? 

CG: It’s a delicate balance, because in the 
game we are basically following one char¬ 
acter, and this character is more or less 
finding little clues that tell a backstory. 

In a film, we can change the perspective 
when we want. We can show what Silent 
Hill was like before it became a ghost 
town. We can show precisely what Silent 
Hill is like in reality—we’ve never seen 
that before. In the game, there are two 
Silent Hills: the Silent Hill of darkness and 
the Silent Hill of fog. But when you have to 
tell a story about something that happened 
30 years ago in a town, and that town sud¬ 
denly became like the Bermuda Triangle, 
you have to add two more dimensions: 
the reality and Silent Hill from 30 years 
ago. So basically, we had to deal with four 
dimensions, and jump between them at 
will. It makes the concept very exciting; 
it’s very compelling to juggle the story 
between those different incarnations of 
the same place. 

EGM: Akira, what do you think 
of the additions Christophe 
has made to Silent Hill world? 
Akira Yamaoka: After seeing the film, I 
think that Christophe has really expressed 
the core elements of Silent Hill, and he’s 
really kept the themes alive in this new 


■ The plot of the film follows a mother’s quest 
to locate her missing daughter, Alessa (above), 
in the bizarre town of Silent Hill. 
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ARRR, MATEY! THE CO-OWNERS OF ACME GAME STORE IN LOS ANGELES WERE CHARGED WITH A FELONY COUNT OF CONSPIRACY TO 
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medium. Silent Hill is not just a horror 
game; there is human drama rooted very 
deeply in the story, and I feel that he 
expressed that very well with the visuals, 
sounds, and atmosphere in the film. By 
watching the film, I feel that you’ll get a 
clearer and deeper understanding of the 
world of Silent Hill, more so than by simply 
playing the games. 

EGM: Christophe, given your 
fandom, have you considered 
directing a game? 

CG: Yes, I’d like to try that one day. 

Because as a director who is also a gamer, 
I think that there are two different ways to 
tell a story, and sometimes it can be like 
a dialogue between a film and a game. 

I’d like to think that, like, a 40-year-old 
woman might enjoy the film and then real¬ 
ize that it’s an adaptation of a videogame. 
Now, I don’t expect her to play the game, 
but for her to realize that games are 
important and that they deal with human 
emotions, not only carnage. Most of the 
people have a very caricatured vision of 


videogamers, and actually, gamers are 
very intelligent. 

Games are a form of art. I realized 
that when I played through Silent Hill. Of 
course, I was a big fan of [Mario creator 
Shigeru] Miyamoto’s work, and I consider 
him a true artist. Playing through The 
Legend of Zelda, for example, was a 
beautiful, poetic moment for me. Playing 
through Silent Hill is very serious—and 
adult, of course—and that was the 
moment that I realized that gaming would 
become an important medium for storytell¬ 
ing. The quality of immersion is very dif¬ 
ficult to reach with cinema. And I feel that 
it’s extremely stupid for films like Doom to 
come out and reflect poorly on games. 

EGM: It doesn’t help when a 
critic like Roger Ebert says 
that games are not art.... 

CG: F*** him. You know, I will say to this 
guy that he only has to read the critiques 
against cinema at the beginning of the 
20th century. It was seen as a degenerate 
version of live stage musicals. And this 


was a time when visionary directors like 
Griffith were working. That means that 
Ebert is wrong. It’s simple. Most people 
who despise a new medium are simply 
afraid to die, so they express their arro¬ 
gance and fear like this. He will realize 
that he is wrong on his deathbed. Human 
beings are stupid, and we often become 
a**holes when we get old. Each time 
a new medium appears, I feel that it’s 
important to respect it, even if it appears 
primitive or naive at first, simply because 
some people are finding value in it. If you 
have one guy in the world who thinks that 
Silent Hill or Zelda is a beautiful, poetic 
work, then that game means something. 

EGM: How did you tackle the 
concept of evil in Silent Hill ? 

CG: Because Silent Hill comes from a part 
of the world where the line between good 
and evil is blurred more so than in the 
West, it’s very interesting to deal with that. 
Since you haven’t seen the film, I don’t 
want to go too deeply into that, but I will 
say that for me, it was interesting to define 
what exactly is evil in the world of today. 

I think it’s an important question to raise. 
Until five years ago, we were living in a 
world that was a product of the Second 
World War. It was very clear that we were 
on the good side. But many things have 
happened in the last few years, and now 
people aren’t so sure about that. 

In Silent Hill, I don’t attempt to answer 
these questions, but I do try to illustrate 
them. And I think it’s one of the most 
important objectives of the horror genre, to 
ask the right questions. Horror is actually 
a very political genre. Silent Hill is a very 


disturbing game, because you’re not just 
alone physically, but also alone morally. 
That’s the world of today. Each day, we’re 
forced to reevaluate our own morality. 

EGM: You seem so passion¬ 
ate about this project...do you 
hope to helm a sequel? 

CG: Of course, I would love to come back. 
And of course, Silent Hill 3 is a direct 
continuation of the first game’s plot...l 
think that it would be very possible to do a 
sequel to this film. As I said, Silent Hill is a 
complete mythology, and I did what I could 
in two hours, but I would love to tell much 
more about the Red Nurse, Claudia, and 
the Doctor. Plus, there is a fifth dimension 
of Silent Hill—how it existed in the 18th 
century, during the Salem witch-hunts. It’s 
so big and so interesting, and I would love 
to jump back on the horse. 

EGM: Akira, what has the 
whole Silent Hill movie project 
meant to you? 

AY: I never dreamed in my wildest dreams 
that Silent Hill would ever become a fea¬ 
ture film, so I must say that I’m extremely 
grateful for the chance to work on this 
incredible project. The approach that we 
took when making the games was not typ¬ 
ical—we were heavily influenced by films, 
and really wanted to touch the users’ 
emotions. We wanted to touch their hearts 
deeply. That kind of emotional potential 
was generally reserved for other forms of 
art, but I think that we were able to suc¬ 
ceed. And now, to see these filmmakers 
take inspiration from our game, that was a 
very emotional moment for me. j#i 



COMMIT COPYRIGHT INFRINGEMENT AND TO VIOLATE THE DIGITAL MILLENNIUM COPYRIGHT ACT FOR SELLING MODDED XBOX CONSOLES.... 
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L ara Croft dodges whirling 
blades, and her nails have 
never looked better. She 
bounds between compacting stone walls 
an instant before they slam shut, and 
her hair is full of body and bounce. 
“She’s actually got shiny nails," says 
Senior Producer Matthew Guzenda. “Her 
lips have their own reflective properties. 
She has a glint in her eyes.” 

If you want to see the tomb raider at 
her most tarted up, you’ll need to play 
the Xbox 360 version of Tomb Raider: 
Legend , which hits in late spring 
alongside the PS2 and Xbox 
incarnations. Crystal Dynamics, who 
inherited the series after publisher Eidos 
fired original developer Core, began 
working on the 360 version a year ago. 
The priority: Use the peppier hardware 
in ways other games have not. “We’re 
really happy with what we’ve been able 
to do [on the 360],” Guzenda says, 
"especially looking at the launch titles. 


Perfect Dark [Zero] looked great, but 
that was the focus of Microsoft. [“And it 
was in development for how long?” 
adds Senior Programmer Sean Skelton.] 
Call of Duty 2 was the best-looking 
[launch game], but that was taking a PC 
title and porting it over. We didn’t look 
at Gun or Tony Hawk, because they 
didn’t really do anything to take 
advantage of the hardware." 

So what is the Legend team doing to 
harness the 360? The usual stuff first: 
They’ve reupholstered the environments 
with techie buzz phrase of the day 
“normal mapping," a process that adds 
3D divots and bumps to every stretch of 
dirt, rock, and skin. “This generation, 
it’s all about the subtlety,” says Skelton. 
“We can make leather feel like leather. 
Cloth feel like cloth. Skin feel like skin.” 

But other 360 games already show off 
such texture effects. So the team is 


going one step further and adding a 
realistic lighting system that makes it 
fun to frolic in the dark. It’s something 
you don’t notice until you see the game 
in motion, watching Lara dart through 
the shadows while she in turn casts 
shadows on her own body and her 
environment. “I haven’t seen anything 
doing the complexity of shadowing that 
we are,” says Skelton. “We knew from 
the start that this would be key for us, 
just because there are so many places 
where she goes in and out of the dark.” 




While Lara has explored everything from 
Atlantis to a dino-filled forgotten world in 
past games, her handlers have drawn the 
line at letting her trek to one venue in 
particular: the uncanny valley. It isn’t a 
place; it’s the geek-speak term for that 
forbidden zone in character design where 
your creation looks real but just fake 
enough to be creepy. “People will accept 


models up to a certain point of realism, and 
then there’s the perfectly realistic image,” 
says Associate Producer Elio Rutigliano. 
“And if you’re too close but not perfect, 
people will notice it in a second.” 

Skelton gives a recent example in 
another game. “It’s like the Jack Black 
character in [Ubisoft’s] King Kong," he 
says. “He looks like a dead body. They fell 
pretty hard into the uncanny valley.” 

The 360 team doesn’t want to go there— 
a task made tricky because it’s easy to craft 
a too-realistic-looking Lara on the hardware. 
So they’ve stuck with the stylized look while 
still making her character model twice as 
complex as in the PS2 and Xbox versions. 
She’s also been coated with the same 
normal mapping as the rest of her game— 
even if you might not notice. “Most game 
characters, when you talk about normal 
maps, they have pockmarks and scars that 
make it look obvious,” says Guzenda. “But 
Lara has a perfect complexion. It’s kind of 
hard to tell.” jMi —Crispin Boyer 


I 

i 



If you have a 360, this is definitely the 
version to get. 


—Senior Producer Matthew Guzenda 



» BLOOMBERG SAYS THAT VIDEOGAMES AND IPODS HELPED ONLINE RETAILER AMAZON.COM SEE ITS BUSIEST SEASON YET, WITH OVER 108 
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Completing the mis¬ 
sions and finding secrets will unlock 
achievements. This version will cost $10 
more, though. Worth it for the sexier lips. 


Dressed for the occasion: 

Lara will change outfits more 
than 20 times in the game. “We 
have more variations of her than 
we have enemies,” says Senior 
Programmer Sean Skelton. 




A TALE OF 
THREE LARAS 


Although all three console versions of Legend have the same 
story (Lara is trying to solve the mystery of her mother’s 
disappearance) and gameplay (much-improved controls over 
previous games, plus a heavier emphasis on tomb-based 
puzzles), each has its subtle differences. The breakdown.... 


The base¬ 
line version, with the 
simplest textures and 
a decent framerate. 


cm < 


This ver¬ 
sion has enhanced tex¬ 


tures and visuals twice 


as smooth (running at 
60 frames per second as 
opposed to the PS2*s 30). 


MILLION PRODUCTS SOLD BETWEEN NOVEMBER 1 AND CHRISTMAS DAY AMAZON SOLD ABOUT 3.6 MILLION ITEMS ON THE BUSIEST PAX ...» 
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Talking puffy pants with the Prince’s designer 


i ou’ve played through the entire 
Prince of Persia (PS2/XB/GC) 

I trilogy. You know about the 
Dark Prince and the fate of Farah, 
Kaileena, the Sands of Time.... (Oh, and 
if you don’t, and you don’t wantto? Be 
careful reading—major spoilers ahead.) 
But what you don’t know is what hap¬ 
pened to the design team’s statue of 
the Prince during the production pro¬ 
cess. Learn more about that mystery 
(and others) in our chat with Ubisoft 
Producer Ben Mattes. — Jennifer Tsao 


EGM: But still, sometimes it’s 
hard to see the blade flare.... 

BM: I think there was one place in the 
entire game where it was intentional. I’ve 
heard that it occurred in a couple of other 
places, and what can I say? I think that’s 
the sort of little detail that slips through 
the QA process, perhaps simply because 
the testing team and the production team 
are so familiar with the mechanic that 
we almost become blinded to those little 
details. It wasn’t our intention to confuse 
the player.... 


EGM: The new speed kill sys¬ 
tem is really fun. Did anything 
get left on the cutting room 
floor in that design process? 
Ben Mattes: At one point in time, we 
had a sort of “bloodlust” filter, so the 
screen got really blurred around the 
edges, and it was bright red and it was 
really this idea of the Prince’s vision 
being blurred by his bloodlust. And it 
worked thematically very well, but the 
red interfered with what was going on in 
the screen, and we found that people had 
a hard time seeing what their objective 
was because the red was so dramatic; it 
really stole their attention. So we had to 
tone it down a little bit. 


“The Prince’s future is, as of yet, an 
i undecided kind of thing.” 


a fully representative group, as hard as we 
try to make it one. 

Another reason is simply the reality 
of the production life cycle. You have all 
your best-laid plans and your checkpoints 
defined on paper, and yet something goes 
wrong from a technical point of view that 
forces the development team to make 
some last-minute decisions. It’s entirely 
possible that in doing those last-minute 
changes, we didn’t have the opportunity to 
go back and reapply the positioning of all 
the save points. 


EGM: We also had issues with 
the save points and contin¬ 
ues.... 

BM: There’s a certain amount of penalty 
that has to come, so there is the feeling 
of...remorse, if you will, at having failed 
in your current objective. Our ambition 
was certainly to create a checkpoint and 
a save point system that was fair and 
that was penalizing but not to the point of 
frustration. 

All of our research in that area showed 
us that the placing was acceptable 
between the save points, and the number 
of times that [testers] were dying and how 
far back they had to go was within our 
tolerance range. But that’s not necessarily 


EGM: Whose idea was it to 
have the Dark Prince’s health 
continuously drop? 

BM: We’re game players—we have 
ourselves at some times experienced 
the frustration of being “rushed” through 
something. But at the same time, we’ve 
also experienced the thrill that comes in 
succeeding in one of these sequences. So 
after all the hemming and hawing s 
and debating and pros and 
cons and whatnot, we took 
in the end what comes 
down to an executive 
decision, knowing full well 
that there are people who 
have a hard time with it. 


B v. 

EGM: On a next-gen console, 
or three? 

BM: No comment. [ Laughs ] The Prince’s 
future is, as of yet, an undecided kind 
of thing. My one thing I can absolutely 
promise you is that the Prince’s story as 
it’s been told over these last three games 
is done. The Sands of Time are gone. 
Kaileena is gone. The Vizier is really once- 
and-for-all dead. Farah and the Prince 
really are once-and-for-all together. All of 
those things are locked in stone. 


—Ben Mattes, producer, Ubisoft 


EGM: What happens to 
the Prince now? 

BM: Well, the Prince now 
looks like he’s gonna live 
happily ever after with Farah, 
doesn’t he? m 


EGM: Last topic. Are you, or is | 
anyone in the office, currently 
wearing pantaloons? 

BM: [Deep breath] Today I’m wearing 
black Mavi jeans. Do those count? I didn’t 
even dress up as the Prince of Persia for 
Halloween, although I have to admit that l ! 

gave it very serious thought. 


EGM: Did anybody on the 

team? 

BM: No, I think we all thought that every¬ 
one else was going to do it, and therefore | 
none of us did it. 


EGM: But do you at least 
have some pantaloons in 
your closet? 

BM: Nope, no pantaloons. We do 
have a life-size statue of the Prince 
in the office.... During the produc¬ 
tion process he got torn 
l limb from limb and every- 
v| one had a different part of 
^ his body as a keepsake. 


Ben Mattes shares his favorite combo 
in the game—and its inspiration: 

“You have to have the enemy weakened. 
Let’s take a sand guard as an example. He 
starts to kind of glow almost like an orange 
color—that’s the cue that he’s ready for 
a finishing move. You press Triangle to 
vault over his head, and when doing so 
you press Circle and Square. Circle will 
pull the enemy’s sword away from him, 
and then Square will have the Prince do 


a stab, stab and then sever the enemy’s 
head with a kind of scissor cut. I love that 
move because it often accompanies a sort 
of slowdown, so you see this dramatic 
decapitation—really nice to look at. 

I really like that move. I think it’s one 
we got from Gladiator. There’s a series 
in Gladiator where Russell Crowe does 
that to one of his enemies. And it’s just 
like, ‘Aw, that’s gross, that’s so cool, I 
love that move.”’ 


»> THE FRENCH POSTAL SERVICE HAS COMMEMORATED THE SIMS WITH A SPECIAL SERIES OF STAMPS SOLD THROUGH ITS WEBSITE.. 


ARE you NOT ENTERTAINED? 
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BLUE DRAGON 


Publisher: Microsoft 
Developer: Mistwalker/Artoon 
Release Date: Fall 2006 


Microsoft tackles next-gen roleplaying in five easy steps 


eing an RPG fan and an 
Xbox owner up till now has 
been like being a ski jump 
enthusiast living in San Francisco: 

On freak occasions you might get to 
enjoy yourself, but it would probably 
be easier to just go somewhere else. 
Fortunately for those so afflicted, 
Microsoft is anxious to change that on 
the 360, and Mistwalker’s upcoming 
Blue Dragon (slated for release this 
fall) stands as the flagship RPG in what 
Microsoft hopes will be a regular fleet of 
hit games from Japan. What’s the real 
story behind this unique collaboration? 
Glad you asked.... —Nich Maragos 



The creator 

What do you do when you’re the founder of one of 
the most beloved series of all time but your bosses 
don’t want you around anymore? Final Fantasy 
creator Hironobu Sakaguchi formed Mistwalker 
Studios after he was ousted from RPG powerhouse 
Square Enix. For Blue Dragon, Mistwalker’s first 
game, he made sure to put his best foot forward. 

“I spent more time in preproduction [compared to 
other games],” says Sakaguchi, “working on the 
scenario, character settings, the game’s worldview, 
[and the] game-design concept. After I had suf¬ 
ficiently worked through all of this, then I entered 
into the actual phase of development.” 


2 The artist 

Sakaguchi didn’t plan the game 
alone, though. For Blue Dragon 
he recruited Bird Studio’s Akira 
Toriyama, the legendary artist behind 
the Dragon Quest games and Dragon 
Ball Z manga, to create the game’s 
look. But the collaboration didn’t stop 
there, as Toriyama had some ideas 
of his own for the game’s story: 
“Around the end a surprise twist was 
added, and we included his ideas 
into the worldview of the game in 
a big way,” says Sakaguchi. “As a 
result, we completely trashed the 
first scenario draft and started over 
from scratch.” 



The developer 

With a design, scenario, and aesthetic firmly in place, 

Sakaguchi cast about for developers to realize his vision. He 
eventually settled on Artoon, the team behind the charming yet 
misguided Blinx games, to develop Blue Dragon. “Artoon has 
a high level of technical skill; the people there work fast and 
[have] really helped us to put together exactly what we have 
envisioned in our minds,” says Sakaguchi. “They’ve assembled 
a great staff of individuals that are simply enjoyable as people.” 


4 The process 

Though Artoon is handling the title, Sakaguchi 
remains hands on. “Even now that we are in the 
stage of actual development,” he says, “I brain¬ 
storm and share opinions and work on detailed 
settings for each and every one of the game’s 
specifications.” The three partners are working 
hand in glove to get everything just so: “Bird 
Studios’ Toriyama-san has been directly oversee¬ 
ing the 3D models being put together by Artoon,” 
says Sakaguchi. “He makes corrections to the 
designs at the 3D stage, so, in effect, we are 
really realizing 3D models through Toriyama-san.” 




The final product 

So far, Microsoft has kept the nature of Blue Dragon's gameplay under wraps. We know to 
expect a massive quest through a gorgeous fantasy world, spunky heroes who utilize their 
own beastly shadows as weapons, and genre staples like majestic airships. Sakaguchi 
also plans to support Xbox Live in some way (co-op play would be awesome) and says 
that the game’s graphics “are in a completely different league. I believe that this hardware 
and the online environment have a hidden wealth of yet untapped capabilities.” 


NAMCO S AMBITIOUS XBOX 360 SHOOTER FRAME CITY KILLER HAS BEEN DELAYED UNTIL SUMMER. TRUST US, THIS IS GOOD NEWS.... 
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FOR THE RECORD 


Living forever in the gaming record books is easier than you think 


ou are a videogame master. Your 
friends cower in fear at your mad 
gaming skills. And you want to 
keep it that way. That’s all well and good. 
But do you have what it takes to earn a 
place in the record books—specifically, the 
Twin Galaxies Intergalactic Scoreboard? 

Since the early ’80s, Twin Galaxies has 
been the self-appointed keeper of video- 
game records worldwide. For any gamer 
who really wants to prove his prowess, a 
place on the TGIS (at twingalaxies.com and 
in a regularly updated book) is the ultimate 
trophy. Yet some gamers have never even 
heard of it, and those that have probably 




■ Day is “the Ref.” He has the shirt to prove it. 


never considered going for the glory of No. 

1. We decided to see what it takes to make 
it into the halls of videogame history. 

Step one: Choose a game 

First of all, forget your dreams of stardom at 
big games like Pac-Man\ those scores are 
nigh unbeatable. Don’t fret, though—Twin 
Galaxies tracks 100,000 or so PC, console, 
and arcade games, and only 15 to 20 per¬ 
cent of them have any high score set. 
Finding a place for your name might be eas¬ 
ier then you expect. After all, Indiana gamer 
Tom Duncan holds not one, but 1,002 indi¬ 
vidual gaming records, on everything from 
NES Pinball to Othello on the Atari 2600. 

It’s vital to pick a game you already 
enjoy, says Walter Day, chief referee for 
Twin Galaxies. “It should be something 
absolutely fun,” he says. “Go back to the 
games that you loved the most and you’ll 
find your niche there. You’ll find yourself 
able to fit in and be part of the scoreboard.” 

Step two: Practice 

No matter how straightforward a game 
seems, you’ll always find gameplay nuances 
that can help you eke out those extra points. 


Don’t be afraid to get help from the experts 
on the Twin Galaxies online message boards 
when planning out your attack. “Ask and 
you’ll more than likely get an answer,” says 
high-score competitor Ryan Sullivan. 

Once you’ve got a plan, set aside as 
much time as you can spare to sit and play 
the game every day, preferably at the same 
time of day. Keep playing until the sight of 
the game makes you sick to your stomach, 
then play some more. Analyze your mis¬ 
takes as you play, and update your strategy 
as you go. 

Step three: Press record 

Once your game starts to show up in your 
dreams, you’re ready to set up a recorded 
run (TGIS requires videotaped verification for 
almost every game, so a working VCR or 
video camera is a must). Remove any dis¬ 
tractions—including phones, e-mail, and 
family members—that might interrupt your 
attempt. Make the area as comfortable as 
possible. Use the bathroom. Keep some 
high-energy food handy. 

Keeping your mental cool during a long 
session is key. Don’t get discouraged by a 
bad attempt. Take a short break and start 


again fresh. Remember, you only need to 
get the high score once. Hone your concen¬ 
tration to tap into what Day calls “a deep, 
intuitive level where the mind’s deepest, 
most innate intelligence is, where some 
players see the game in a different, almost 
more cosmic way.” 

Step four: Send it in and 
defend your score 

Once you have video proof of your 
achievement, sign up for an account on 
twingalaxies.com and fill out a score sub¬ 
mission form. Mail the form along with your 
videotape to the indicated judge, and in a 
few weeks, your name will sit alongside the 
greats. Mission accomplished. 

What next? Get to work setting another 
high score or even improving your existing 
record—especially if you want it to stand 
the test of time. “You’re not just playing 
against the players of now—you’re playing 
against all the generations of players to 
come,” Day says. “You’re becoming part of 
a huge historical tapestry that’s going to be 
remembered by future generations as the 
pioneers, the first competitors who laid the 
groundwork for videogame history.” 


A RECORD SCORE IN THE TWIN GALAXIES BOOK ISN'T YOUR ONLY TICKET TO IMMORTALITY PLAYERS MORE PRACTICED IN SPEED GAMING 
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HITTING THE SAUCE 

Tips from a game champ/hot-sauce king 


Possibly the most famous high- 
scorer in videogame history, Billy 
Mitchell achieved immortality when 
he completed the first perfect score 
of 3,333,360 in Pac-Man. (Oh, and 
he makes his own hot sauce, too. 
Buy yours at www.800hotsauce. 
com.) We talked to the man about 
what it takes to be a contender. 

EGM: What sorts of skills 
are necessary for a good 
high-score competitor? 

Billy Mitchell: Being able to score 
high is not necessarily something you 
can achieve. It’s not something you 
can bring out in yourself. It’s in your 
DNA or it’s not in your DNA. 

For example, when I was playing 
Ms. Pac-Man, there was a guy from 
New Jersey who was really, really 
good—in the top 1 percent of the 
world. One day, I showed him every¬ 
thing I knew on the first five boards. 

I spent hours with the guy. A perfect 
score is 77,600. After a year of practic¬ 
ing, he saw me again and I said, “How 
close have you gotten to 77,600?” He 
said he’d gotten 76,000, after one year 
of practice. Remember how good he 
was to begin with. 

Now, one of my best friends, Chris 


Ayra, when I met him, he was sit¬ 
ting in an arcade, looking over my 
shoulder, watching me doing the first 
five boards of Ms. Pac-Man. I never 
explained anything to him. I didn’t 
take any time. I simply did it once. He 
stared over my shoulder, watched me. 
We never exchanged conversation. I 
finished the fifth board, and he said, 
“Wow.” He sat down next to me at the 
machine, put in a token, and on the 
first shot—bang!—he hit 77,600. 

EGM: How do you deal with 
frustration? Say, a sloppy 
death that ruins a long run? 

BM: I deal with it by anger, usually 
followed by another death. If I get 
angry or upset by it, it normally leads 
to another death. If I can sit there and 
grit my teeth and pretend like it didn’t 
happen, it’s normally just a lump in the 
carpet and the game continues on. 

EGM: How do you keep 
your concentration and 
stamina up when playing a 
game over and over again? 

BM: Actually, time is not the greatest 
enemy. I would say that if you can 
maintain your cool, if you can push 
yourself over the edge or further than 



■ Ladies love a man with big hands: 
Mitchell with his Pac-Man groupies. 


you should or faster than you should, 
then you avoid mistakes. Generally, 
you’re competing with yourself, and 
the competition within yourself is to 
get you to push further or faster than 
you otherwise should. 

EGM: Is playing games still 
fun for you, or is it more 
business? 

BM: It’s definitely work. The fun or the 
enjoyment comes with the achieve¬ 
ment. I don’t know that it was ever fun 
and carefree. It was always at a com¬ 
petitive level. It was never done for 
the enjoyment of play—it was always 
done for the enjoyment of victory. 

EGM: Any final words of 
advice to aspiring high- 
scorers? 

BM: Stay in school. 


UNBEATABLE? 

Six records seemingly 
made to be unbroken 

Long©§£ Continuously Mid 

— Set Nov. 13,1982 

Scott Safran of West Newton, PA, scored 41,336,440 
points on Asteroids— a record that has stood for 
over 23 years despite many attempts to best it. 

— Set July 15,1985 

James Vollandt played Joust for more than 67 hours 
on one quarter. Vollandt took only four 20-minute 
breaks during the record attempt. 

— On Jan. 15,1984, 

Mike Klug scored more than 66,000 points in Pole 
Position by steering with his feet and working the 
gas pedal with a stick in his hand. 

— On May 17, 2004 

J.C. Padilla scored 2,181,619,994,299,256,480 on 
the Dreamcast version of Giga Wing 2. We didn’t 
even know numbers went that high. 

RtiosB Father-Son tain 

On June 2,2002, John Thomas and his son Josh 
Powell, both of Chicago, scored a world record 

1.303.300 playing cooperatively on Wizard of Wor. 

Ofldest 1 iwM itgwind l©ffer 

Doris Self was 58 years old in 1983 
when she set a then-world record of 

1.112.300 on arcade classic Q*Bert. 

That score has since been beaten, but 
Self, now 80 years old, is determined to 
win back her title. —Kyle Orland 



RATHER THAN HIGH SCORING CAN RECORD THEIR FASTEST COMPLETION TIMES AND SUBMIT THEM TO WWW.SPEEDDEMOSARCHIVE.COM.... 
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The fate of the new world 

IS IN YOUR HANDS 



FROlvr THE NEW WORLD 


Gombo Tpw 


The Ring is back 


The danger is on your turf now. The Shadow Hearts series 
comes home, bringing the adventure to familiar locations like 
New York, Chicago, and Lets Vegas. A shape-shifting bounty 
hunter and other unlikely heroes are your sole allies. Your onl\ 
hope of stopping body-snatching demons is to harness the 
power of the Judgment Ring. Make the most of new abilities, 
double moves, and double combos. 


This hind is your land. For now 


www.shadowheartsnewworld.com 
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Crude Humor 

Mild Language 

Suggestive Themes 

Use of Alcohol and Tobacco 
Violence 

CAMES 

.gfeuiWiiJUu ju www.xseedgames.com 

SHADOW HEARTS is a registered trademark ot Aruze Corporation. £'2006 ARUZE CORP All Rights Reserved 
"PlayStation' and the “PS“ Family logo ate registered trademarks of Sony Computer Entertainment Inc 

The ratings icon is a trademark of the Entertainment Software Association. 
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\T \tjou\jo a shat^e 
\F Voo VitRe “STUKG 6V 
A SEE'' AGAVH 


PENNY ARCADE WWW.PENNY-ARCADE.COM 


r I fc sounds like > 
you've had this planned 
S. out Por a while, >f! 


printing Money, j 

^^I'm going to P~*ing sell 
this picture op the 360 on eBay Por 
like a Million dollar*. I'm going 
t o do everything I've always ^ 
wanted. _Jr^l 


I'm going to Puy 
a bitchin' 8MX Pike and 
take it into the Mud, Pe a 
proPessionai 8MX guy, take 
that s*** oPP a raMp and spin 
around in the air and Pe 
P***ing rad every 

• • 


^ Well, you ^ 
Might consider 
^revising ifc.y 


►> UBISOFT ANNOUNCED THAT IT S MAKING A VIDEOGAME BASED ON NEXT YEAR S TEENAGE MUTANT NINJA TURTLES CG MOVIE.... » 


Opinions may be like a"holes, but we don’t get in trouble for printing them 

H AIMH ffl+’o f***ir>« 


-Shock-rocker Marilyn Manson's reaction to the Nintendo DS' 
"little Japanese lawyer game," Phoenix Wright: Ace Attorney 


I gotta be honest. 

tmg time since I’ve seen a cabdri 
hat good-looking.” 


—Seth Kamil, New York City walking tour guide, commenting on how 
well Activision's True Crime: New York City depicts his hometown 


Hollywood blew it. They got duped... 

ucked into PlayStation versus Xbox 


“It’s a tough road 
ahead for games that 
aren’t of the least- 
common-denomina- 

The choic¬ 
es you make with your 
hardware dollars are 
more important than 
ever for the generation 
that is upon us.” 


-Warner Home Video President Warren Lieberfarb on the movie studios choosing sides in the 
battle between next-gen disc formats, the Sony-backed Blu-ray (PS3) and the Microsoft- 
supported HD-DVD (which can be played on the Xbox 360 using an upcoming attachment) 


I imagine that people who do this job out of love and passion could really 

i rat’s ass what Roger Ebert has to say.” 

—Game Designer David Jaffe (God of War) reacts to movie critic Roger Ebert’s belief that videogames are not art 


Of course 


—MacArthur Airport worker Kimberley Edwards describing a suspicious device flagged by x-ray 
inspectors that caused the west wing of the Long Island airport to be evacuated. It was an Xbox 360 


—Victor Ireland, president of publisher Working Designs 
(Lunar: Silver Star Story), in a message-board post 
announcing the end of his company. It's a long story, but 
basically, he’s hoping you'll buy an Xbox 360 


—Example of the type of newspaper headline that 
prompted the cancer-causing gene known as "POK 
Erythoid Myeloid OntogeNic" (or "POKEMON" for short) to 
be renamed "Zbtb7," at the request of Pokemon USA 


QUOTATION SOURCES FROM TOP TO BOTTOM, STARTING WITH LEFT COLUMN: WORKINGDESIGNS.COM, NATURE.COM, E! ENTERTAINMENT TELEVISION, THE NEW YORKER, HOLLYWOOD REPORTER, EGM, NEW YORK POST 
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^ 14,899,463,219 possible outcomes. 


4 











-Maxim 

“THE MOST SENSATIONAL 
CAR COMBAT EUER” 


“BEST OF E3 
EDITOR'S CHOICE AWARD” 

-Gamespy 


BEST RACING GAME OF SHOW 

-Hardcore Hamer May 


“BEST OF SHOW” RACING” 

-Da i 1 LiGame . tie t 


Actual gameplay screenshots. 
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Game experience may change during online play. 
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» SICK OF MEGA MAN YET? DOESN’T MATTER. CAPCOM WILL LAUNCH AN ALL-NEW SERIES, MEGA MANZX, ON THE NINTENDO PS THIS FALL. .. » 


OK, so MCA2 doesn’t become 
quite this 3D when played with 
the packed-in Solid Eye periph- 
eraL.but it’s close. 


PREVIEW 


Publisher: Konami 
Developer: Kojima 
Productions 
Release Date: March 
2006 


A deeper Acid that’s easier to dive into 


T hree things you should know 
about Shinta Nojiri: 1) he 
wears a Game Boy Micro 
around his neck; 2) he works around 
the clock (he once went without sleep 
for so long his vision went blurry); 3) he 
stopped talking to his girlfriend after she 
erased his Pokemon save. The Konami 
director is, in a word, hardcore. 

Which is exactly the kind of guy you’d 
expect to be behind Metal Gear Add, 
the intense and complicated PSP turn- 
based-strategy/card-game mashup, and 
the perfect candidate to help its sequel 
up the tactical ante even higher this 
March. Doubling the number of cards to 
collect—including new types (trap cards, 
chain-reacting linkage cards)—effective¬ 


ly doubles the total number of abilities, 
attacks, and equipment available to your 
badass special-agent alter ego, Solid 
Snake. Weapon upgrades offer another 
way to use points earned from com¬ 
pleted missions, a revamped movement 
system adds new evasive opportunities 
to every turn, and the Solid Eye peripher¬ 
al—a set of cardboard goggles included 
with the game—enables the option to 
view the game in eye-popping 3D. 

Luckily, Nojiri and his crew at Kojima 
Productions also realize all these new 
features aren’t worth a damn unless 
the player understands how to use 
them. “The problem with most strategy 
games,” he says, “is that the rules are 
too difficult to understand—honestly, the 


first Add was not an exception.” We’ll 
say. The game barely explained how to 
load your weapons, much less how the 
timing worked for its turn system. “For 
Add 2 we’ve made movements more 
intuitive and [added] a great tutorial 
that really walks the player though [the] 
gameplay,” says Nojiri. Other promises 


include a smooth translation (without 
typos this time), less loading, and the 
ability to skip battle animations. 

So even though there’ll be more to it, 
expect a kinder, gentler Add\r\p. Has 
Nojiri gone soft? Maybe so. “Lately,” he 
says, “I’ve [even] been taking weekends 
off.” —Mark MacDonald 










Source: NPD TRSTS Video Games Service. Call (516) 625-6190 for questions regarding this list. 



■ Tony Hawk’s American Wasteland 


THE SALES CHARTS » 

&.A 1? 10 BEST-SELLING GAMES 


The next 
contestant 
on Celebrity 
Fit Club. 


1 Star Wars Battlefront II • XB • LucasArts 


Star Wars Battlefront II • PS2 • LucasArts 


XB360 • Activision 


Mario Kart DS • DS • Nintendo 


WWE SmackDown! vs. Raw 2006 • PS2 • THQ 


Grand Theft Auto: Liberty City Stories • PSP • Rockstar 


Madden NFL 06 • XB360 « EA Sports 


Tony Hawk’s American Wasteland • PS2 • Activision 


Nintendo 




Grand Theft Auto: Liberty City Stories 


KATAMARI FANS SHOULD CHECK OUT PANIC.COM, WHERE YOU CAN PURCHASE KATAMARI T-SHIRTS DESIGNED BY THE SERIES’ CREATOR.... 


press start (^) 


Star Wars Battlefront II _ 

Call of Duty 2: Big Red One 

Blitz: The League 

Madden NFL 06 

Need for Speed: Most Wanted 

Fable 

Gun 

Battlefield 2: Modern Combat 

The Matrix: Path of Neo 

Tony Hawk’s American Wasteland 


) i’H GAMECUBE 0; 10 PORTABLES Oi h RENTALS 


FOR THE WEEK ENDING 12/18/05 


Mario Party 7 

Dance Dance Rev.: Mario Mix 
Pokemon XD: Gale of Darkness 
Lego Star Wars 
Shadow the Hedgehog 
Harry Potter and the Goblet of Fire 
Mario Superstar Baseball 
Super Mario Sunshine 
Tony Hawk’s American Wasteland 
Madden NFL 06 


Mario Kart DS • DS 
Grand Theft Auto: LCS • PSP 
Star Wars Battlefront II • PSP 
SOCOM: Fireteam Bravo • PSP 
Nintendogs: Dachshund • DS 
Disney Princess • GBA 
Nintendogs: Labrador • DS 
Pokemon Emerald • GBA 
Ms. Pac-Man Maze Madness • GBA 
SpongeBob/Nicktoons Pack • GBA 




WWE Smack! vs. Raw 2006 • PS2 
Call of Duty 2: Big Red One • PS2 
Gun • PS2 

True Crime: New York City • PS2 
Peter Jackson’s King Kong • PS2 
Gun • XB 

Call of Duty 2: Big Red One • XB 
Star Wars Battlefront II • PS2 
Tony Hawk’s Am. Wasteland • PS2 
Madden NFL 06 • PS2 


XBOX 360 


Star Wars Battlefront II 
Madden NFL 06 

WWE SmackDown! vs. Raw 2006 
Tony Hawk’s American Wasteland 
Call of Duty 2: Big Red One 
50 Cent: Bulletproof 
Blitz: The League 
Ratchet: Deadlocked 
NBA Live 06 
Soul Calibur III 


Gun 

PS2 


Call of Duty 2 


Madden NFL 06 
Perfect Dark Zero 
Need for Speed: Most Wanted 
Project Gotham Racing 3 
Kameo: Elements of Power 
Condemned: Criminal Origins 
Quake 4 
NBA Live 06 












THIS MONTH 

Hey, anyone out 


there? 


O o doubt about it: The Xbox 

360 offers players the snazzi¬ 
est online features (spectator 
mode, downloadable game demos, 
etc.). But sadly, they haven’t helped 
Microsoft’s next-generation system 
land a killer app on the gaming 
superhighway. (Perfect Dark Zertf 
Puh-lease). The current consoles 
(minus GameCube) sport plenty of 
Internet-ready gems, and we recently 
checked out who’s still playing some 
of these high-profile titles. The more 
aliens you see (on a scale from one 
to four), the more active the game’s 
online community. 

—Ryan Scott 

Burnout Revenge (PS2/XB) 

Burnout Revenge's absence from the Xbox 
360 backwards compatibility list has us 
puzzled—and we’re sure it has nothing to 
do with the 360 version of the game com¬ 
ing out this spring...right, EA? All the cool 
kids may be off playing Project Gotham 
Racing 3 right now, but both versions 
of Revenge have some gas left in them, 
though not nearly as much as Burnout 3 did 
at the height of its popularity. 

Verdict: 

Halo 2 (XB) 

Until the fabled Halo 3 sees the light of day, 
No. 2 shall continue to reign supreme as 


the undisputed king of the Xbox Live hill 
(even on 360). Say what you will about the 
first-person shooter’s lackluster single¬ 
player story line—with its steady stream 
of updates and titanic player base (check 
out halo2forum.com for all the matchups 
you could ever want), Halo 2' s multiplayer 
continues to kick. 

Verdict: 1 * 11 * 11 * 11*1 

Rainbow Six: Lockdown 
(PS2/XB) 

Both the PS2 and Xbox versions of 
Lockdown enjoy some decent popular¬ 
ity...though not nearly as much as the 
original Rainbow Six 3, which continues to 
dominate over Lockdown due to the latter’s 
watered-down gameplay. The strategic 
first-person shooter may provide a good 
warm-up for R6 newbies—just be prepared 
to trade it in for its predecessor once you’re 
ready for some hardcore competition. 
Verdict: 

Splinter Cell Chaos Theory 
(PS2/XB) 

A word to the wise: Get the Xbox version. 
Xbox Live, Microsoft’s online gaming hub, 
provides a much better venue for Chaos 
Theorys Internet play, and you’ll find an 
exponentially wider variety of competition 
there, too. Halo 2 aside, CT has some of 
the highest traffic we’ve seen for an online 
console game, and it also benefits from one 


of the most active communities around 
(hop over to forums.ubi.com to scout out 
the competition). 

Verdict: i#u#u#ii#i 


SOCOM 3: U.S. Navy SEALs 
(PS2) 



Last December’s SOCOM 3 v 1.2 update 
addressed some issues (including frequent 
disconnects and choosing weapons) in 
the squad-based shooter, but did it really 
change things for the better? The hardcore 
players at publisher Sony CEA’s official 
forums (boardsus.playstation.com) are torn 
on that one. But for all the good it did, the 
patch introduced a few glitches of its own, 
such as some alleged freeze-up and micro¬ 
phone-related bugs. Given this franchise’s 
scattershot reputation when it comes to 
online play, it ain’t a huge surprise. 

Verdict: 



Call of Frustration 

Call of Duty 2, which roughly three-quarters of the Xbox 360’s early 
adopters own—fudges its multiplayer mode so badly that you might 
begin to wonder if it’s all just a cruel joke. As of this writing, C0D2 lacks 
a convenient way to play on the same team with your friends, sports 
some strange interface issues (we’d like to be able to see our rank when 
we play a ranked game, thank you), and lags like you wouldn’t believe. 
Publisher Activision’s official response? “We’re looking into it.” 


WHAT’S UP AT 




IEOEi.flliP.COM 

Have you stopped by our website 
lately? Well, we’ve got some good 
stuff in the EGM Extras section, 
including the entire interview with 
the makers of the Silent Hill movie, 
who tell us why film critic (and 
videogame hater) Roger Ebert is 
simply a jaded old fart. Also, check 
out the rest of our Afterthoughts 
piece on Perfect Dark Zero . 

CHEA7T;rTffP r pOM : 

In 1972, the gaming courts sent 
a crack cheater to prison for a 
bug exploit he didn’t commit. The 
man promptly escaped from a 
maximum security stockade to the 
videogame underground. Today, 
still wanted by the government, 
he survives as a soldier of fortune 
(aka lUP.com’s new Cheats edi¬ 
tor). His name is Richard Li, and 
he can surely help you solve that 
game tape. 

mwMrWMm 

Got a question about this very 
mag? We’ll try to give you an 
answer.Jf you head over to our 
message boards and post it on the 
official EGM #201 thread. 

G/il'/il TARrOOr^ 

Between all the videogames to 
play, Velveeta chili cheese dip to 
make, and beautiful hotties to 
snowboard with, the EGM staff 
is left with precious little time to 
hunt for the latest gaming news. 
Luckily, we’ve got our new sister 
site GameTab.com to put it all in 
one convenient place for us. 

i op.iuioff nrr.fjf 
flare Toko 

Check out getting-up.1UP.com, 

as Marc Ecko gets all Mr. Rogers 
in his video diary (seriously!) and 
addresses concerns about his 
first-ever videogame Getting Up: 
Contents Under Pressure (PS2/XB). 


' XB 0X 360 OWNERS WILL SOON BE ABLE TO DOWNLOAD (FOR A FEE) STREET FIGHTER II HYPER FIGHTING VIA THE LIVE MARKETPLACE.... ^ 
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i play, i win. i gloat, i kick back, i catch a movie, 
i hear some tunes, all thanks to one little card. 


Turn your PSP™ (PlayStation® Portable) handheld entertainment device into a fully loaded multimedia machine. 
How? With a SanDisk® gaming memory card. It gives you the power to play music, view pictures, watch 
movies and of course save countless game data, all with one little card. Also available for PC gamers — the 
new Cruzer Crossfire™ USB Flash Drive. It lets you take your game demos, trailers, game saves and casual 
games with you wherever you go. The Cruzer Crossfire carries music and photos for Xbox 360™ users. 


i 

l 


« 

cruzer 5 
crossfire ^ 



Cruzer Crossfire™ USB 
Flash Drive 


WWW.SANDISK.COM/OPMELECTRONICS 



Memory Stick 
PRO Duo™ 


SanDisk and the SanDisk logo are trademarks of SanDisk Corporation, registered in the US and other countries. Store Your World in Ours and Cruzer Crossfire are trademarks of SanDisk Corporation. Memory 
Stick PRO Dud is a trademark of Sony Corporation. PlayStation and PSP are registered trademarks or trademarks of Sony Computer Entertainment Inc (SCEI). Xbox 360 is a trademark of Microsoft Corporation. 
Other brand names mentioned herein are for identification purposes only and may be trademarks of their respective holder/s. ©2005 SanDisk Corporation. All rights reserved. 1 megabyte (MB) = 1 million bytes; 
1 gigabyte (GB) = 1 billion bytes. Some of the listed capacity is used for formatting and other functions, and thus is not available for data storage. 











57 HANDS-ON 


THE ELDER " 
SCROLLS IV 

OBLIVION 


Dispatches from a 
three-day fantasy bender 


A lthough role-playing 
fans tend to be an 
easygoing lot—people 
carrying dice bags don’t usually 
go looking for trouble—Bethesda’s 
Elder Scrolls III: Morrowind (XB) 
caused quite a rift among their ranks. 
See, some folks dug its encyclopedic 
depth and wide-open freedom, but 
players reared on Final Fantasy choked 
on its meandering narrative and clunky 
combat. For Oblivion , its hotly-antici¬ 
pated (and distressingly delayed) Xbox 
360 follow-up, the developers hope to 
capture the fancies of all fantasy 
freaks with a far more acces¬ 
sible adventure. Lucky me got 
to spend a few days living in 
Oblivion , and I kept a careful journal 
of my (mis)adventures in this daunting 
realm.... —- Kathleen Sanders 


Day One: Huzzah! I’m not lost 

Emperor Uriel Septim (voiced by that dreamy 
Patrick “Capt. Picard” Stewart!) has just been 
murdered before my eyes. Right before he 
bought it, though, he gave me a tacky necklace 
and prattled on about my destiny, an ancient 
prophecy, and some hubbub about opening the 
gates to hell. (After he croaks, I get my first 
quest update, complete with a compass pointing 
me to my next objective.) Oblivion's core plot 
centers around these mysteries, but first I just 
want to explore this sprawling fantasy world. 

I lost count of the number of people who told 
me they quit playing Morrowind after a half 
hour of walking through the woods and then 
being killed by a crab. I never had that experi¬ 
ence, but I will admit to having had more than 
one frustrating “What the hell do I do now?” 
moment. Oblivion avoids this pitfall by hold¬ 
ing your hand more tightly: The central plot 
progression remains front-and-center, optional 
quests are clearly elective, and unfair difficulty 
spikes should be largely extinct. Plus, brilliantly 
streamlined menus replace Morrowind 's jumbled 
hodgepodge of a setup. Negotiating my inventory 


feels intuitive, and being able to quickly check 
my journal (that conveniently logs my quests, 
conversations, and actions) keeps me on task. 

When I go to my world map, Pm thrilled to 
discover that those creepy, crawly silt strider 
mounts from Morrowind have been replaced 
by a far more efficient “fast travel” map. It 
makes sense without making me feel like Pm 
being baby-sat. Rather than hoofing it through 
the great outdoors (and risking death by crab), 

I decide to give this fast-travel business a try. 
Right now, I can warp only to areas in the eight 
main cities, but as I talk to people, explore 
the land, and accept quests, the map updates 
accordingly. Since I am a total shopasaurus, I 
select Imperial City’s marketplace so I can do a 
bit of shopping, and after a quick loading screen, 
I’ve warped there. 

I find myself smack-dab in the middle of a 
brightly sunlit marketplace bustling with people. I 
overhear a man bragging about how retirement has 
given him more time to read trashy novels. Must be 
nice.... I decide to head over to the stables to have 
a gander at the horses. All girls love horses.... > 


We’re not fighting valiant 
heroes; she’s just showing 
off some sweet jazz hands. 


We still spied some 
slowdown while hiking past 
Oblivion's postcard-ready 
vistas. More delays ahead? 


GOOD NEWS FOR BOASTFUL TYPES: OBLIVION PROMISES TO OFFER MORE UNIQUE XBOX 360 ACHIEVEMENTS THAN ANY GAME TO DATE. 
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A Message from Mayor Sungs 
Office on Civil Conduct, and 
The City of New Radius. 

% 
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PLEASE 

BEHAVE 

WISELY. 


A Message from Mayor Sungs 
Office on Civil Conduct, and 
The City of New Radius. 
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A Message from Mayor Sungs 
Office on Civil Conduct, and 
The City of New Radius. 
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IS NOT 


A Message from Mayor Sungs 
Office on Civil Conduct, and 
The City of New Radius. 
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Q) press start 


OBLIVION (CONI.) 




Take a break from all that 
questing to hone your skills 
as the medieval Bob Ross. 




KI 


■ 




Day TWo: Murder for fun and profit 

Early in the morning, I find a seemingly free pony at the stable and set off on a 
quest to assassinate someone swarthy. A few hours later, I’m hiding from my 
pissed-off stolen pony inside the Inn of III Omen, thinking that it’s pretty damn 
aptly named. The pony went bad after I accidentally stabbed him while try¬ 
ing to kill a rabid wolf. If I hadn’t been distracted by the majestic herd of deer 
springing through the glen along the path, I might’ve been more prepared for 
the beast. Combat here is much improved over Morrowind's random die-roll- 
powered mess. And though I can control the strength and timing of my blows 
and blocks, my pony clearly thinks I need more practice. 

After chugging a lesser potion of healing, I casually slide over to the innkeep¬ 
er. I ask about the man I’ve been sent for, Rufio. The innkeeper has a pretty high 
opinion of me, probably due to my slim figure and Run Lola Run -red hairdo. He 
tells me the old man can be found in the basement and that he’s usually sleep¬ 
ing. This should be easy.... 

OK, he’s dead. That actually was easy! I shrug off any guilt I might’ve felt 
over killing a helpless old codger in his sleep and drag his corpse out of the 
blood-soaked bed to take a quick nap. I wake up to find the creepy Lucien 
LaChance, the man who sent me to kill Rufio, hovering over me. Pleased with 
my performance, he invites me to join the assassins’ guild. He informs me of 
the double-secret location of the guildhall, and in no time I’m carefully playing 
the minigame that lets me try to pick the lock on the house where I’m told I’ll 
find the guild. A scary, talking stained-glass window asks me a question I know 
the answer to, and soon I find myself among all sorts of villains. 


m 


You can’t 
always warp to 
your destination, 
so we suggest 
investing in a top- 
quality steed. 
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Deep character 
customization 
allows players to 
be as nasty as 
they wanna be. 
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Day Three: Makin’ time with Wonder Woman 

While wandering through random shops in Imperial City, I hear a familiar 
voice—why, it’s none other than Wonder Woman! Lynda Carter herself voices a 
shopkeeper named Jensine. I adore Wonder Woman, so naturally I want her to 
like me, too. I opt to play the persuasion minigame in order to improve her opin¬ 
ion of me. Using my lightning-fast reflexes while carefully watching her face for 
mood changes, I can increase or decrease her notion of me. I do a good enough 
job to be rewarded with a grin. She then asks if I’ll help with an investigation of 
a local merchant who has been undercutting prices so much that there’s little 
doubt treachery is afoot. I tell her I will help out, and my quest journal updates 
itself. After I speak with the shady merchant, I decide that my best course of 
action is to wait until he closes shop and then follow him to see where he goes. 
Since I have some time to kill before the market closes, I decide to travel to the 
waterfront to see if anything interesting is going on down there. 

The waterfront is on the bad side of Imperial City, and it’s rife with nefarious 
rogues with malfeasant minds. I’ve got my guard up, so I’m not really prepared 
for a pirate who approaches me to sing a randy sea shanty about my fancy 
pants. He’s charming, but my mother warned me about pirates, so I move on. 
Who wants to chat up some loser when I’ve got a huge world to explore? 


OBLIVION S CHARACTERS FOLLOW 24/7 SCHEDULES, SO THEY CLOSE THEIR SHOPS AT DUSK AND LOCK THEIR DOORS AT NIGHT.... 
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It only plays like it's still there. The new Xbox 360™ Wireless Controller. Unmatched precision and 
performance to instantly reflect your every move. And with an advanced ecosystem of wireless 
products, you'll have the freedom to get the most out of Xbox 360, because they come from Xbox. 



Wireless Networking Adapter Universal Media Remote 


Play and Charge Kit 



Jump in 


& XBOX 360 





BITS OF Q 


■ Longtime PC developer Blizzard (World 
of WarCraft) is currently staffing up to 
make a next-gen console title. And no, 

this isn’t a prettier version of StarCraft: 
Ghost (due out this year on PS2 and Xbox). 

■ The popular PC first-person horror game 

F.E.A.R. will be ported to the Xbox 360 

this year. 

■ Tired of downloading arcade classics 
(and Geometry Wars) for your 360? Well, 
it appears you’ll be able to purchase full 

Xbox 1 games through Microsoft’s Xbox 
Live Marketplace in the near future. &\ 


■ The next-gen portfest continues, 
with F.E.A.R. headed to the Xbox 360. 


Producer of fine scuttlebutt 


Bungie developments 

Halo maker Bungie gave fans a chubby 
when, just before Christmas, the developer 
revealed that its first Xbox 360 title was 
already up and running. “But ironically, the 
way we’re prototyping aspects of this next 
game means that even some gameplay 
tests, demos, and experiments are surpris¬ 
ingly polished and playable,” according 
to an update on Bungie.org. Some of 
you may want to go take a cold shower 
because this posting isn’t necessarily 
referring to Halo 3. 1 hear that Bungie’s 
next game is—get this—something 
for Xbox Live Arcade, which you can 
download for your 360 this spring. And 
speaking of Live Arcade, the word around 
town is that a new Geometry Wars, 
complete with co-op play, is currently 
in the works. 


I t ain’t easy keeping this big 
rumor section running like a 
well-oiled machine. One per¬ 
son can’t do it; you need a dedicated 
bunch of worker moles willing to dig 
extra deep for the dirt. Luckily, yours 
truly has some of the best in the biz. 
Need proof? Just check out this latest 
round of gossip—I know you’ll enjoy 
it. And as always, I’m reachable at 
quartermann@ziffdavis.com. 

—The Q 


A growing Phantasy 

Roughly 250 hours—that’s how much 
time combined The Q has logged on all 
the different versions of Phantasy Star 
Online. So yeah, you could say I’m a tad 
bit excited for this summer’s full-fledged 
sequel, Phantasy Star Universe. And now 
it seems that PS2 owners won’t be the 
only ones losing their social life to this 
off- and online role-playing game, as PSU 
will also arrive on the Xbox 360. Oh, 
one more thing: If you start playing the 
game on Sony’s console, you will be able 
to transfer your online character—thanks 
to all your stats and items being saved on 
Sega’s servers—to the Xbox 360 version 
(which will hit a few months after the 
PS2 installment). 


Time for a makeover 

History has shown us that hardware 
makers aren’t afraid to tweak the look 
of a system postlaunch. Hasn’t Nintendo 
brought out, what, like 27 different ver¬ 
sions of the Game Boy Advance? Joking 
aside, it appears that this spring a very, 
very popular handheld will receive a 
slight redesign. Which one is it? Well, 
let’s just say that the portable machine 
will have to work “twice” as hard to shed 
those unsightly love handles. 


More Italian jobs 


Back to England 


The 360 will 
also have to deal 
with Phantasy 
Star Universe's 
fashion faux pas. 


Talk about an underachiever—despite its 
ridiculously accurate re-creation of down¬ 
town London, The Getaway franchise has 
yet to deliver in the gameplay department 
(both behind the wheel and on foot). Still, 
for some odd reason, this hasn’t stopped 
folks from buying both PS2 installments. 
So it shouldn’t be too much of a shocker 
that The Getaway will make its way to 
PlayStation Portable later this year. 
Hopefully, the third time’s a charm. 


My momma always told me never to count 
my chickens before they hatch, but I guess 
that doesn’t apply to videogames. The 
Godfather , Electronic Arts’ Grand Theft 
Auto-esque title, isn’t even out yet, but 
that hasn’t stopped the company from 
green-lighting a sequel. Development on 
The Godfather 2 is already well under 
way, and you’ll be driving through those 
mob-filled streets in 2007. 


•> METAL GEAR CREATOR HIDEO KOJIMA RECENTLY STATED THAT A MORE BY-THE-BOOKS MG TITLE IS IN DEVELOPMENT FOR PSP. .. » 
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BOMB THE CANYONS 


FIGHT ON FOOT INSIDE CASINOS 
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ROSES XX 

Throw in the towel...this might get messy 




T 
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HAS 


GAMES, 




T his one goes out to everyone 
whose TiVo got a workout 
rewinding the recent WWE 
Raw nip slip —Rumble Roses XX 
proudly celebrates the brazen sexuality 
of its all-female grapplers. The original 
Roses graced the PS2 with its well- 
endowed vixens and whacked-out 
plots, but woefully limited options kept 
it from competing with its wrasslin’ 
cohorts. XX addresses gamers’ 
complaints, fleshing out the gameplay 
while harnessing the Xbox 360’s 
processing muscle to render tantalizing 
virtual lady lumps. It’s seriously sexy 
stuff—a stimulating hands-on session 
with the ladies left us exhausted. 

—Shane Bettenhausen 


Easy on the Eyes 

Although Roses' ladies look pretty fine on the PS2, their curvaceous assets 
look far sexier on the Xbox 360. “The main reason why we’re doing this game 
for the 360 is that we wanted better looking character models,” explains Roses 
Producer Akari Uchida. “This time, the in-game girls look as good as the ones in 
the last game’s CG cut-scenes.” Rather than attempt a more photo-realistic look 
Konami stuck with the same Dead or Alive -ish anime sex-doll aesthetic. These 
gals sport some bangin’ bods, and immense effort went into making their vari¬ 
ous parts jiggle, sway, and bounce just right. All of the wrestlers from the first 
game return here, each with three unique personas—babyface, heel, and the 
new superstar—and Uchida hints at some new unlockable lasses, as well. 


WE LL RETURN TO YOUR GAME...AFTER A FEW WORDS FROM OUR SPONSOR-THQ 
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■ Not feeling these smutty 
gals? Make your own in a new 
character creation mode. 



Girl on Girl on Girl on Girl Action 

“The first game was criticized by lots of places, especially EGM, for not hav¬ 
ing a tag-team mode,” says Uchida. “So now with the power of 360, we can 
easily have four girls going at it, even over Xbox Live.” Tag-team matches let 
you bust out special double-team combo moves, but you’ll have to be care¬ 
ful when choosing a partner—your team dynamic depends on the two girls’ 
attitudes toward one another. Alliances can break down, devolving the battle 
into a sapphic free-for-all. Well, if you’re lucky. You can also expect a reworked 
single-player mode (Uchida was “pissed” that U.S. gamers hated the first Roses' 
wacky story mode), as well as a fighting-game inspired street combat mode that 
transforms the traditionally slow, strategic sport of wrasslin’ into a speedy romp. 


Humiliation Has Never Been So...Sexy 

While we’re still lamenting Konami’s decision to abandon the first game’s mud¬ 
wrestling mode, this sequel replaces it with something even more bizarre—the 
Queen’s Match. “You don’t really have anything like this in America,” Uchida 
says. “Queen’s mode lets gamers experience the unique Japanese sense of 
eroticism.” In this mode, the winner gets to subject her opponent to one of sev¬ 
eral strange forms of fanciful torture. Whether you’re making the girls dress up 
in goofy outfits, perform silly dances, or squirm by tickling them with a creepy 
moving hand on a stick, you’re in for some truly esoteric titillation. “Anything 
you fantasize is probably here,” laughs Uchida. “But people focus too much on 
the babes, boobs, and the butts...it features very solid gameplay, too!” 


SONY ONLINE ENTERTAINMENT, KONAMI, AND OTHER COMPANIES BENT ON INCORPORATING PAID ADVERTISING INTO VIDEOGAMES.... 





ELECTRONIC GAMING MONTHLY • www.1UP.com • 61 














(^) press sbarb 


' THE HOT 10 

What all the cool kids want for St. Patrick’s Day 



■ When you have a 100” TV, you too will 
ooh and aah over high-def veggies. 



100 ”+ 

TV SCREENS 

Your credit score just 
dropped 1,000 points. 
Tell the kids they 
can put themselves 
through college. 


2 

In a bid to make gamers 
more social, our game 
systems have begun 
talking to each other. 

First it was Nintendogs' 
Bark mode setting up 
puppy play dates with 
strangers. Now it’s 
Sega’s Rub Rabbits 
with what it calls Baby- 
Making mode. Creepy 
come-ons are guaranteed. 


WI-FI 
FOR THE 
PASSERBY 



MAKING YOUR 
OWN GAME 
T-SHIRT 


Create a customized T-shirt 
that says “Nintendo Rocks” 
and the next-gen lovers will 
cringe. Go to CafePress.com 
and click Make Your Own Stuff, 
Apparel, then upload a JPEG 
or PNG file. It’s just $9 for the 
basic shirt. One warning: Don’t 
use a game logo, or the legal 
sharks will swarm. 



PUTTING MORE JOY 
IN JOYSTICKS 



Rarely have videogames, do-it-yourself projects, 
and happy girlfriends intersected, 
but thanks to some intrepid online 
tinkerers (http://www.homemade- 
sex-toys.com/joystick), you too 
can make an Atari 2600 
joystick a little more 
fun. All it takes is 
some elbow grease 
and a tiny, urn... back 
massager. 


HALO ZERO 

This fan-created 2D Halo game for 
the PC plays closer to Contra than its 
namesake, but the price (free) is right. 




CHIN-REST PILLOW 

Finally, a pillow that holds your 
lazy, Doritos-smeared chin up for 
you. Chiropractor not included. 




MARIO MOUSE 

At that moment, Bill realized that the 
pixelated Mario mouse was a less-than- 
appropriate pointing device for his quar¬ 
terly PowerPoint presentation. 



7 


EIGHT-GIG PSP MEMORY STICKS 

Hey porn fans—Sony says we’ll see ’em this year. 



XBOX 360 ACHIEVEMENT POINTS 

So you’ve scraped past Veteran difficulty in Call of 
Duty 2, but your online pals are winning the achieve¬ 
ment points arms race. What’s a hardcore gamer with 
a huge ego to do? Quake 4 isn’t that bad. No, really.... 




THE SHROUD 

This menacingly titled (yet altogether cheery) cell-phone 
game borrows heavily from offbeat console hits Harvest 
Moon and Animal Crossing. You’ll plant crops, milk cows, 
and generally find life-affirming profundity in mundane 
tasks. Multiplayer action and a cool GPS-enabled mode 
further distance it from its craptastic cellular brethren. The 
game is out now and should work on most handsets, 


— EA ACQUIRED JAMDAT MOBILE. AND THE RIGHTS TO TETRIS, FOR A COOL $6.8 MILLION. WHICH IS APPROXIMATELY 19.5 BILLION RUBLES.... 
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THIS IS WHAT IT TAKES 
TO ACHIEVE VICTORY. 

For performance that leaves your buddies' 
systems chugging in the dust, play Call 
of Duty’ 2 on a PC powered by an Intel* 
Pentium’ processor Extreme Edition. To 
check out a free live demo of Call of Duty' 2, 
visit www.intel.com/go/gaming 


GALLDUTY2 



See these leading premier Intel providers: 


ABS Computer Technologies, Inc. 

18045 Rowland Street 
City of Industry, CA 91748 
www.abs.com/intel 
800.926.8088 


Connect Computers 

AJUMP Gaming 

Directron 

a DBA of General Procurement 

1505 Reliance Way 

10402 Harwin Drive 

30 Edelman 

Fremont, CA 94539 

Houston, TX 77036 

Irvine, CA 92618 

www.ajump.com/intel 

www.directron.com/intelsystem.html 

800.560.0626 

877.692.5867 

713.773.9898 


©2006 Intel Corporation. Intel, the Intel logo, and Pentium are trademarks or registered trademarks of Intel Corporation or its subsidiaries in the United States and other countries. All rights reserved. ©2006 
Activision Publishing, Inc. Activision and Call of Duty 2 are registered trademarks of Activision Publishing, Inc. The ratings icon is a registered trademark of the Entertainment Software Association. All rights 
reserved. All trademarks are the property of their respective owners. 
















Ghost Recon: 


Advanced Warfighter 


Ubisoft • XB360/PS2/XB 


Command 


your squad through war-torn Mexico City. 


Metroid Prime Hunters 

Nintendo • DS — Ms. Samus Aran invites 
her sultry space friends over for some hot 
’n’ heavy online deathmatch action. 


6) press start 


COMING SOON 

Hope you like WWII shooters.... 


Blazing Angels: 

Squadrons of WWII 

Ubisoft • XB360/XB — History goes 
down easier with glitzy graphical effects. 


Commandos Strike Force 

Eidos • PS2/XB — This WWII shooter 
celebrates its sixth (and hopefully final) 
appearance on the Coming Soon list. 


Far Cry Instincts Predator 

Ubisoft • XB360 — Bust out the blow 
gun for this enhanced version of last 
year’s tropical first-person shooter. 


Metal Gear Solid 3: Subsistence 

Konami • PS2 — This delicious new edi¬ 
tion of Snake Eater boasts oodles of new 
content, including a full online mode. 


Metal Saga 

Atlus • PS2 — Sorry, pretty-boy cosplay- 
ers—this Japanese role-playing quest 
features manly stuff like tanks and guns. 


The Outfit 

THQ • XB360 — War doesn’t have to be a bummer— The Outfit dishes up a wacky 
blend of third-person shooting and real-time strategy. You’re buying weapons and 


vehicles for your squad, but the shooting is an arcadey breeze (think unlimited ammo). 


FIFA Street 2 
EA Sports • Everything 


Suikoden V encourages piracy. 


Drakengard 2 

Ubisoft • PS2 


Pursuit Force 
Sony CEA • PSP 


Pokemon Trozei 
Nintendo • DS 


Suikoden V 

Konami • PS2 


Bikes and bullets in Pursuit Force. 




i ■- 




A 






Field Commander 

Sony Online • PSP 


» MAVERICK GERMAN DIRECTOR UWE BOLL IS WORKING ON THREE MORE GAME-BASED FILMS: POSTAL , FAR CRY, AND FEAR EFFECT SCARX. 
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Mack**! Me-ji-i Softywar-i. In:.. «ilwnliary of Sony Corporation of Ainara. AH no^rts revived. PSP is a tradwiwk of Sony Computer CniQiteinrri&nt Inc. PSP ,M system and 2 Y Prt<»HemPro r “ widescmen LCD display sold sepeuately at Konystyte 


SONY 


New software from Sony 

www.sony.com/mediasoftware 








PSP™ (PlayStation®Portable) 

Media Manager 


PSP™ (PlayStation® Portable) Media Manager software is the fastest and easiest way to move media to your PSP™ system for 
portable playback and sharing. Experience the full mobile entertainment capabilities of your device: it’s your digital photo album, 
video player, portable music device, podcast manager and game console, all rolled into one. Just connect your personal 
computer to your PSP™ system, and let the PSP™ Media Manager software (boxed version includes 6 foot USB cable) provide 
the ideal PC interface for converting and moving media directly to your player. 


like.no.other" 








couer story: 
kingdom hearts II 


elieve it or not, the wonderful 
worlds of Disney and Final 
Fantasy aren’t so different. 
Consider the following: Both 
boast a large and loyal fan base, both 
somehow convince people to purchase 
the same movie/game over and over again 
(how many “special editions” of The Lion 
King DVD or versions of Final Fantasy I do 
we really need?), and both have the dis¬ 
turbing problem of their devoted followers 
playing dress up (especially the FF crowd). 

Still, who could’ve ever imagined these 


two ridiculously popular entities could 
come together and make videogame 
magic? A Japanese dude named Tetsuya 
Nomura, that’s who. Best known for 
designing the characters in the PS1 role- 
playing classic FFVII , Nomura is the man 
responsible for dreaming up the unusual 
crossover known as Kingdom Hearts. 
Nomura’s belief in the project, though, 
didn’t stop some critics from chuckling 
at the idea of a young boy named Sora, 
accompanied by Donald and Goofy, travel¬ 
ing to various Disney-themed worlds and 


meeting up with well-known Final Fantasy 
characters along the way. But no one’s 
laughing now. Despite its minor problems, 
Square Enix’s PS2 action-RPG earned 
strong review scores and even stronger 
sales figures; KH has outsold FFX in the 
United States and remains one of the best¬ 
selling titles of this console generation. The 
game’s success even caught its maker by 
surprise. “Honestly, this being my first title 
as the director, I didn’t expect the results 
we achieved,” says Nomura. 

It’s been nearly four years since the 


original’s release (a long gap in 
this day of sequelitis), and after teas¬ 
ing fans with the card-filled GBA offshoot 
KH: Chain of Memories in ’04, Nomura and 
his team are just about ready to open the 
gates to Kingdom Hearts //’s interactive 
amusement park in the U.S. So while PS2 
owners must wait until the end of March 
to attend the grand opening, why not get 
a sneak peek and join us for an exclusive 
guided tour of all of KHZ s much-antici¬ 
pated attractions. Don’t forget your walking 
shoes and/or FFVIII Squall costume.... >■ 


FINAL 
FANTASYL 

A visitor’s guide to Kingdom Hearts II 

By Bryan Intihar 
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E Attention all col¬ 
lectors: Check your 
newsstands for all 
four of our Kingdom 
Hearts II covers. 


(Screens taken from product in development. Final screens may vary.) 
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couer story: 
kingdom hearts II 


r 


> The Main Attraction 

As we said, checking out ail the sights 
of this park can definitely do a num¬ 
ber on your feet. Just ask Square Enix 
President Yoichi Wada: When Nomura 
showed the final product to the big boss 
man, Wada told him that KH2 contained 
enough content for four games. If you ask 
Nomura, though, his goal wasn’t neces¬ 
sarily to make a larger game but one that 
enabled players to delve deeper into this 
franchise’s complex world. “I see Kingdom 
Hearts II as a game that possesses many 
sides and angles,” he says. “You can 
follow the story, grow your character, 
compete in minigames, and so forth. It’s 
a result of many elements all wrapped 
into one. It’s not about the length of the 
game in hours, but more about how wide 



L meahs 


We’ve got the first- 


ever screens of the 


U.S. version (plus some 

pyfrs chnk taken from 


CAUfl 9IIUId IdVtCll IIUIII 

the Japanese edition). 



and deep the game is overall.” So while 
you’ll probably invest about the same 
amount of time here that you did in the 
original (roughly 40 to 50 hours), this title 
has far fewer moments when you can 
catch your breath. Playing through the 
Japanese version of the game, we found 
that each world feels built on a foundation 
of action (thanks to the overhauled combat 
system—more on that later), with several 
more random enemy encounters and a 
heftier supply of boss battles. Expect, at 
the very least, two big fights per world. 

And don’t you dare think that KHZ s 
boatload of cut-scenes will provide 
any downtime. As though the narrative 
throughout the first game and Chain of 
Memories wasn’t complex enough (catch 
a full recap of those two titles at the KH 
Museum sidebar to the right), you’ll have 
to pay even closer attention while playing 
this installment. And that’s largely due 
to the expanded role of Organization XIII, 
whose shady characters first appeared 
in the GBA game. Without giving away 
too much of the story, let’s just say the 
remaining members of the black-cloak 
gang (who, Nomura says cre- 
ate “Kingdom Hearts,” and by 
Ijjjjpr' doing so are trying to bring 
rf}) ^ Nobodies into existence) 
make matters much more 
complicated. Speaking 
of the Nobodies, 
members of this 
new enemy 
tyPe- 

m with its 
\ almost > 





A Nobody 


KH MUSEUM 


Don’t let the cute and cuddly Disney characters fool 
you—the Kingdom Hearts narrative is anything but simple. 
So here’s a quick refresher: The first game begins with the 
Heartless invading Sora’s hometown, and soon thereafter 
he teams up with Disney’s Donald and Goofy to save the 
kingdom’s worlds from this evil force. After defeating 
Ansem (the Heartless’ leader), our main man sees the 
door to “Kingdom Hearts” close with his pal Riku and King 
Mickey (that’s the mouse’s moniker in KH lore) behind it, 
and then Sora says good-bye to his lady friend, Kairi. 

In KH: Chain of Memories (the series’ card-filled 
strategy GBA installment), Sora’s on a mission to find 
his friends. Yet the Organization (the “XIII” gets added in 
KH2), that mysterious group in the black cloaks, has the 
pretty li’l witch Namine erase Sora’s memories. Then two 
peeps from the Organization hope to use him to overthrow 
the group, but fellow member Axel (that spiky red-haired 
dude seen in early KH2 shots) catches on and takes out 
these traitors. Eventually, Sora meets up with Namine, 
who tells him that in order to regain his memories, he’ll 
have to forget everybody he met and everything that 
transpired in the game. Sora agrees to the stipulation, and 
the game concludes with him, Donald, and Goofy taking a 
nap in this weird flower-looking contraption. 

Still confused? Well, watching KHZ s stunning CG intro 
movie (and playing through the game’s first world) should 
help you get up to speed. 
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TWILIGHT TOWN 

Quite surprisingly, the first three hours 
or so of the game don’t include any 
playtime as Sora. Instead, you’ll start 
out as the blond-haired Roxas, who, 
just like KH's hero, has his own set 
of friends and connection to the 
keyblade (the franchise’s weapon 
of choice). This lengthy opening 
segment in Twilight Town basi¬ 
cally serves as a tutorial but also 
features a handful of minigames 
(delivering mail on your skate¬ 
board, putting up posters all over 
town, etc.), skirmishes with some 
classic Final Fantasy characters 
(including the likes of FFVI’s 
Setzer and FFIX's Vivi), tremen¬ 
dous boss battles, and a few 
rather revealinq storv 
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v couer story: 
kingdom hearts II 


> Cirque du Soleil—like movements — act as 
the Organization’s henchmen. Yet whom 
you’re fighting ain’t the only thing you’ll 
need to wrap your head around; rather than 
starting out the game as series mainstay 
Sora, you’ll assume the role of newcomer 
Roxas for a short time (see Twilight Town 
sidebar). Also, after getting only one major 
scene in the original’s closing cinema, King 
Mickey will receive a lot more screen-time 
in KH2. “Mickey playing a larger role in 
the [console] sequel was planned from 
the beginning,” says Nomura. “He makes 
several appearances [in this game] and you 
might even be able to play him as a char¬ 
acter.” You see — things get even trickier 
this time. 



■ King Mickey and Sora both 
swing keyblades...and share 
the same bad fashion sense. 


The Attractions 

If you’ve taken a trip to the series’ other 
amusement parks, then you’ll definitely 
be familiar with the route through this 
one; KH2 still centers on Sora and co. 
hoppin’ and boppin’ into many Disney- 
themed worlds. And, as you’d expect, 
this place features a slew of new Disney 
destinations, including such locales as the 



snowy battlefields of Mulan , Beauty and 
the Beast's castle, and the starved lands 
of The Lion King —all fairly predictable 
additions to the series. But when you 
ask Nomura how he goes about choos¬ 
ing which Disney franchises to feature in 
any KH title, he says he “makes sure [the 
game] has surprises and it’s a location we 
would want to visit.” In the first game, a 
Nightmare Before Christmas- themed area 
served that purpose. Nomura has upped 
the shock quotient by three for this go- 
around, as you’ll head out on the Pirates 
of the Caribbean's high seas, explore 
the colorless Steamboat Willie area, and, 
yes—even get zapped into Tron's comput¬ 
er (check out our hands-on impressions of 
each of these distinct worlds throughout 
this feature). Oh, and if 






THE NEW 
GUMMI SHIP 

KH fans are a frighteningly devoted 
bunch, but few will defend the first 
game’s uneventful Gummi Ship 
sections. Thankfully, the dev team 
has completely overhauled this 3D 
shooter minigame (which acts as 
your means of travel from world to 
world) for the console sequel. After 
playing just a few segments here, 
we can assure you the Gummi Ship 
won’t be an ugly zit on KHZs fine 
skin. It’s much more intense this 
go-around, as the camera is con¬ 
tinually moving and enemies are 
attacking you from the side and 
behind, a la Panzer Dragoon (Sat/ 
XB). Also, the environments are 
prettier and sport foes that even 
take up the entire screen. 
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IRON 


Arguably the biggest surprise of 
KHZ’S worlds, Tron is actually the 
first one Nomura decided to include 
in the game. And fans of the 1982 
sci-fi flick will definitely be pleased 
with the results: Tron joins your 
party, the area’s got all the movie’s 
tunes and sound effects, and can 
you say “lightcycles”? In this 
minigame, you’ll race while keeping 
opponents at bay with your key- 
blade and watching out for walls 
springing up. It’s just too bad you 
can’t make others crash into your 
cycle’s trail like in the movie. 


■ “We listen to what our fans say and which Final Fantasy characters they’d like to 
see,’’ says Nomura. “We also consider how each would work into the game’s scenes. 


cover story: 
kingdom hearts II 


> it’s because of tricky licensing issues. 
Hopefully, the big egos at Disney and Pixar 
can kiss and make up in time for KH3. 

Aside from decking out this place with 
lots of new experiences, the development 
team has also gone back and renovated 
a few of the older attractions. Sounds 
like a cheap way to beef up a game, you 
say? Nomura promises that won’t be the 
case. “Even if it’s the same world from 
[Kingdom Hearts ], we completely re-cre¬ 
ated it,” he says. “You will instantly notice 
the difference in [Aladdin's] Agrabah, 
where we added little gimmicks, like using 
the magic carpet and scenes that weren’t 
seen in the original [game].” You’ll find 
that the Hercules stage has expanded to 
include a stroll through Hades' death-filled 
Underworld, and most of your playtime 
in Nightmare Before Christmas happens 
at Santa’s digs—an area never explored 
in the first KH. Only the Little Mermaid 
“renovation” puzzles us; this aquatic world 
has become a series of silly music-based 
minigames, and the b'med button presses 
aren’t even in sync with the tunes. 


land^round here, 


Park “Guests” 

Sorry to burst your role-playing bubble, 
Final Fantasy fans, but don’t ever expect 
to see backdrops from your favorite 
installments in a KH title. “The Final 
Fantasy characters are considered ‘guests’ 
in Kingdom Hearts." says Nomura. 

“So [visiting one of those worlds] wouldn’t 
be possible.” 

But trust us: Square’s RPG cash cow 
definitely has a major presence around 
these parts. For starters, you'll run into 
several recognizable faces, including 
FFVII's famous lovebirds Cloud and Aerith; 
younger versions of Seifer. Raijin, and 
Fujin from FFVIII', and even two characters 
Nomura himself didn't initially design— 
FFVI’s gamblin’ man Setzer and FFIX’s 
black mage Vivi (and yes. he still 
looks like a dead ringer for Masters of 
the Universe’s Orko). Also, a few 
of these peeps are key to 
the narrative, as FFVIII's 
Squall (who’s called h JIB 
Leon here), along with 
Cid and Yuffie B 




vour darknes: 


FFVII's Sephiroth 
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Nice form: You can level up each of Sora’s all-new drive transformations (shown here, from left to right—Brave, Wisdom, and Master). 


couer story: 
kingdom hearts II 


> FFVII, are tasked with rebuilding Hollow 
Bastion. Fans will remember this place 
from the end of KH , which here acts as 
your home base, much like Traverse Town 
did in the first game. Lastly, some charac¬ 
ters will now aid you during battles. It’s a 
shame only one of the FF folks will ever 
join your party ( FFX's one-armed swords¬ 
man Auron), but certain scenarios have 
Sora—sans Donald and Goofy—teaming 
up with other A.I. controlled “guests.” One 
Hollow Bastion mission, in particular, plays 
out like a fanboy’s wet dream. 

And we couldn’t talk FF without men¬ 
tioning the franchise’s most recognizable 
bad boy, Sephiroth. Yes, he will again 
make an appearance in the KH universe 
(in the first game, you had the option of 
facing him at Hercules' Coliseum). What 
can you expect from Mr. Long Sword 
this time around the Disney block? “In 
Kingdom Hearts II, Sephiroth will not be 
in the Coliseum,” says Nomura. “You will 
meet him somewhere else.” And he’s even 
tougher than before! Believe it. 


Fighting off the Crowds 

As we mentioned before, KHZ s amuse¬ 
ment park will be jam-packed with char¬ 
acters of a questionable nature—Disney 
villains, Heartless, Nobodies, and members 
of Organization XIII. To deal with the 
increased threat, Nomura has given the 
first game’s rather simplistic combat sys¬ 
tem a much-needed adrenaline shot. And 
it begins with Sora’s new drive forms; our 
hero can absorb the powers of party mem¬ 
bers and, depending on whom he chooses, 
morph into a keyblade master with unique 
abilities. For example, in Master Form, 

Sora will become one with both Donald 
and Goofy, which then increases his attack 
and magic attributes as well as allows him 
to wield two weapons. The game has a 
total of five forms (Brave, Wisdom, Master, 
and two secret transformations). 

In addition to stealing your party 
member’s powers temporarily, you’ll now 
be able to join them for some punish¬ 
ing double-team attacks. While these 
devastating new moves do momentarily 
render your magic spells useless, you will 
register ridiculously high hit counts. Take 
Earth Shaker, which starts out 
with Sora—alongside 
The Lion King's 


STEAMBOAT WILLIE 

Now for a taste of the old school: This area is based 
on Disney’s 1928 black-and-white animated short, 
which also happens to be Mickey Mouse’s big- 
screen debut. The Steamboat Willie characters have 
simpler designs (as does Sora), and that “early days 
of animation” vibe carries through to the audio, too; 
you’ll continually hear the sound of a running film 
projector, plus sillier noises like a ringing cow bell 
when Mickey shakes Sora’s hand after completing 
a mission. The Tron world may grab most of KHZ s 
headlines, but this one ended up being our favorite. 
























was- 


PIRATES OF THE 
CARIBBEAN 

This action-RPG even has something for the 
ladies in the house: Captain Jack Sparrow. Yep, 
Disney’s 2003 summer blockbuster is yet another 
unexpected world in KH2 —one that sends our 
cartoony trio to the live-action setting of Port Royal. 
These characters look and act just like movie 
counterparts (KH2's Sparrow even has those Keith 
Richards-inspired mannerisms down pat), and 
combat here takes an interesting twist, as you can 
hurt the cursed crew of the Black Pearl only when 
they step into the moonlight and show their true 
forms. Just don’t tell your girlfriend that Johnny 
Depp and the rest of the Pirates cast won’t be voic¬ 
ing their characters here (“scheduling conflicts” is 
what we’re hearing). 




hisifac'efcwas shrouded...in a black hood. 
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> knocking into foes, and concludes as the 
two belt out a ground-rattling roar. The 
end result: a 100-plus-hit slaughter. 

Another new twist comes in the way 
of reaction commands. These resemble 
Shenmue's (Dreamcast) and Resident Evil 
4’s quick-time events, in which an image 
of the PS2 Triangle button pops onscreen 
and—if pressed in time—will have Sora 
executing some fancy-schmancy maneu¬ 
vers. Reaction commands are usually 
enemy specific and range from simple 
(quickly swinging around to someone’s 
backside) to complex (continually press¬ 
ing the Triangle button as Sora repeatedly 
slams an enemy to the ground). 

This revamped combat equation also 
includes two other changes: the option to 
swap party members midbattle, plus a dif¬ 
ferent way to use summons. “In the origi¬ 
nal, first you called the summon, executed 
the command, and then they disappeared,” 
says Nomura. “Here, summons are more 
like your party members because you’ll be 
able to execute these commands and con¬ 
trol their attacks within the given gauge.” 
For instance, when you call Chicken Little 
into battle (no, really), you can switch to a 
first-person perspective and that poultry 
four-eyes will fire eggs at enemies. 

Before You Leave... 

Even though you can’t officially go 
through KH2' s turnstiles for another 
month, we’d say the game is shaping up 
to be well worth the $50 admission fee. 
This showcase of Disney-themed worlds 



■ Chicken Little and Stitch...as summons? Score one for Disney’s marketing team. 



is more appealing than the first game’s, 
the visuals — from Pirates' live-action 
characters to the four-legged animated 
beasts of The Lion King — are damn 
pretty, and the new combat mechanics 
produce a much deeper gameplay 
experience. Even gamers who don’t dress 
like Cloud or Goofy on their weekends 
will want to visit this interactive amuse¬ 
ment park. 
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The success of the Kingdom Hearts 
franchise (not to mention design¬ 
ing Final Fantasy characters and 
heading up this spring’s CG movie 
FFVII: Advent Children) has made 
Director Tetsuya Nomura a big 
name in the videogame industry. 
Check out his thoughts on... 

...Directing a Kingdom Hearts CG 
movie: “If we were to create it, I 
would definitely consider it and the 
movie should be possible.” 

...Directing a Final Fantasy for 
PlayStation 3 or Kingdom Hearts 

III : “The Kingdom Hearts develop¬ 
ment team and I already have our 
next project. We may be able to 
announce it in 2006.” 

...The Nintendo Revolution con¬ 
troller: “I’m very interested in the 
Revolution controller and what’s 
been shown so far. If I were to cre¬ 
ate a product using it, it’d have to 
be different from how other devel¬ 
opers would use it.” 


NOMURA’S 

CORNER 




































MEET THE CAST 


When a game calls for roughly 8,000 lines of dialogue (the first KH only has 2,000), it’s time to ask for 
even more help from Hollywood. Here’s an exclusive look at some of the talent that’ll voice KHZ s char¬ 
acters (as in the original, the Disney characters are voiced by their assigned voice talents): 



Aerith: 

Mena Suvari 

(American Beauty) 


TIfa: 

Rachael Leigh Cook 

(Antitrust) 


• Rlku: David Gallagher 

(7th Heaven) 

• Kairi: Hayden Panettiere 

(Raising Helen) 

• Roxas: Jesse McCartney 

(Fat Albert) 

• Namine: Brittany Snow 

(The Pacifier) 

• Hades: Janies Woods 

(Casino) 

• Chicken Little: Zach Braff 

(Scrubs) 

• Cloud: Steve Burton 

(General Hospital) ^ 
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ZERO IN WITH PRECISION FIRE 

Take control of specialized soldiers to snipe 
enemies, lay down suppressive fire, or laser 
sight targets for air-strikes 


CALL IN THE CAVALRY 

Control mechanized units like Bradley Tanks 
and armored Humvees, or call in air-strikes 
on enemy positions 


STRIKE FROM ANY POSITION 

Position sniper teams or split squads into buddy teams 


COMING SOON 


POWERED BY 

(&> g spy 


CD-ROM 

H l it"). ! M 
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Again with the robots? 

Yep. As always, winners of our 
major awards receive Robot the 
Awards Robot™, a fully functional, 
12-inch, atomic-powered robo- 
trophy. Warning to winners: Do not 
taunt Robot the Awards Robot. 















We (and you) pick last year’s best (and worst), plus 
reveal secrets to make these games last longer. 
Would you like to (re)play a game? 






eah, yeah...we’re just as sick of best- 
of stories and year-end wrap-ups as 
you are. After all, 2005 just ended—it’s 
not like it’s shrouded in ancient his¬ 
tory. We don’t see the point in waxing 
nostalgic about games you’re probably still playing. 
So—as is our style around these parts—we’re doing 


our awards differently: While we once again rounded 
up EGM's entire team of reviewers to vote on 2005’s 
best titles, we’re also offering new tricks and quirky 
gameplay suggestions that’ll coax a little more life out 
of the games. Hence the words “replay edition" in our 
title up there, see? 

But before you pop these winning games back into 


your consoles, we have one quick word about our 
rules: We disqualified our overall Game of the Year 
winner from the other categories, just so it doesn’t go 
hogging everything. 

Which game nabbed the top prize? Flip the page and 
see. You might just learn a few things about some of 
your other favorite games while you’re at it. ► 
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RESIDENT EVIL 4 







RUNNER-UP: 

GOD OF WAR 


A ”1 year ago, the Resident Evil series was like one of its own rotting zombies: still shambling along, but dead 
: inside. Lame shooting games (DeadAim), uninspired retreads (Zero), and clunky spin-offs (Outbreak) 

i-J had drained the life out of the once-innovative series. 

All that changed with a single word: “Cojelo!” Hearing that blood-curdling cry as a pack of RE4 's wild-eyed 
villagers surrounded you, brandishing scythes, dynamite, and chain saws, breaking down doors, climbing ladders, 
smashing through windows—anything and everything to get at you and tear you to pieces—well, you didn’t need 
a degree in Spanish to know that this was not the same old RE. Factor in the brilliant over-the-shoulder aiming 
view, graphics that still look better than most “next-gen" games’, and a perfect combination of scares and action, 
and for once, Game of the Year is the easiest category to decide. 


Did you try this? After the sequence where the big bearded Village Chief grabs you, turn 
around and head back through the door you came from to trigger an optional cut-scene. 

Or, instead of 
^ boarding the boat 
to fight the giant 
evil fish boss, Del 
Lago, stand on the 
dock and keep fir- 
T ing your weapon into the 

water and see what happens.... 
Or, after helping Ashley up, jump back 
down to get below her and try to look up her skirt. 
Or, while the two of you are defending the cabin from 
the marauding villagers, keep shooting your buddy Luis. 

And finally, during the jet-ski escape sequence, press L and R at the 
same time to perform a sweet jumping spin. > 



Ifl awards... 


Most Innovative: 

Guitar Hero 

“More Than a Feeling” isn’t just the catchy Boston 
single found in the second tier of tunes of this 
incredible PS2 rock-god simulator. The song title 
sums up what it’s like to strap on the game’s 
primo guitar gizmo and contort like Clapton. We’re 
not the only ones who feel that way. “Playing with 
that peripheral, it felt like I was actually a breath 
away from being a rock star onstage,” says God 
of War Director (and winner of our Designer of the 
Year—see page 88) David Jaffe. 



Best Game That No One Played: 

Psychonauts 

So you say you’re deathly allergic to smart, 
easy-to-pick-up, fun, funny platformers 
starring psychic summer-camp tots who 
treat other people’s minds like psychedelic 
playgrounds? Boy, do we feel sorry for you, 
because otherwise you have no excuse 
to avoid this instant Xbox and PS2 classic 
loaded with so many new ideas that you can 
forgive the rare been-there, done-that sec¬ 
tions. It’s not too late to buy it, you know. 


















































as their world is torn apart 


Your historic flight to the mainland is interrupted 
by the appearance of a beautiful communicator on 
the run. She is the only one who can speak to the 
guardians of this world and only you can help her. 
Devastating combo attacks, powerful allies, and an 
arsenal of deadly weapons and magic are at your 
command, but will they be enough in a battle 
between gods? 
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XBOX 360 

GAME OF THE YEAR 


PROJECT GOTHAM 
RACING 3 


I o that’s where the next-gen, get-over-here-you’ve-gotta-see-this graph- 
! ics have been hiding— Project Gotham Racing 3 and its spectacular 

I_1 in-cockpit view. One look at this game in motion and even nonfans of 

racing have to say, “Oh. damn.'’ Plays pretty good, too. 


XB360 GAME OF THE YEAR 
PROJECT GOTHAM RACING 3 


Did you try this? PGR3 has a replay camera glitch you can use to get outside of the track 
boundaries, but it’s tough to pull off reliably. Load up a saved replay, switch to the TV cam, 
and pause the action when the camera’s placed on the far side of the track wall. Go into 
photo mode and with a bit of luck (cycling through the various camera angles sometimes 
helps), you may be able to break free. Then you can really see the world. 


\ 



RUNNER-UP: 

CALL OF DUTY 2 



ft i 



HALF-UFE 2 


0 ; h, yank your noses out of the air, PC snobs. Sure, this Xbox port of the hit 
! PC first-person shooter isn’t as pretty or as smooth as the original, but it’s 
L_ still the most inventive, atmospheric, and thrilling thing we’ve played on the 
console all year. 

Did you try this? We bet you didn’t know you could haul Dog the robo-beast’s toy ball 
(seen the first time you meet him at Black Mesa East) all the way through Ravenholm 
(the ramshackle creepsville seen in the screen to the bottom right). But why would 
you want to? The jittery toy acts as a distraction for all the tortured souls you’ll 
meet in this Resident Ew/—flavored creepsville. Just drop it on the ground near 
the monsters and they’ll attack it instead of you. Then cut ’em down to size with 
buzz-saw blades while they’re busy swinging away. Oh, and the ball packs a wal¬ 
lop, too, if you’d rather chuck it at the enemies with your gravity gun. > 




RUNNER-UP: 

FORZA MOTORSPORT 






Proof That You Don’t Need a 
Multimillion-dollar Sports License: 

Blitz: The League 

Midway’s men of the gridiron flipped the bird to the 
uptight suits at the National Football League, and 
it turned out to be the smartest play-call in years 
for the series. Through its controversial story mode, 
Blitz: The League (PS2/XB) showed football fans the 
dirtier side of the sport ("juicing,” front-office poli¬ 
tics, and...oh yeah, prostitutes). Also, who doesn’t 
enjoy pretending that the goalpost is a toilet after 
scoring a touchdown? 


■■■■ 


Slickest Compilation: 

Capcom Classics Collection 

Straight from that decade between kindergarten and high 
school, we get 22 arcade hits, including legitimate quar¬ 
ter-powered classics Street Fighter II: Champion Edition, 
Mercs , Forgotten Worlds, 1943, and Ghouls ’n’ Ghosts. 
But the clincher: This collection, for both PS2 and Xbox, 
packs Mike Haggar, Final Fight's towering mayor who 
doesn’t call in the SWAT team when thugs kidnap his 
daughter. Instead, he rips off his shirt and rescues her 
himself. You’d have to be a damn communist not to vote 
for this guy—or his killer compilation. 
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PLAYSTATION 2 

GAME OF THE YEAR 


GAMECUBE 

GAME OF THE YEAR 


GOD OF WAR FIRE EMBLEM: 

K ] ratos, God of War’s pasty Spartan, began his game career literally with a 
j bang. But the new action stud impressed us outside the bedroom, thanks to 
i-1 the game’s sweet combo system, titanic boss battles, and emotional story. 




P *CAMEOFTHB 

F War 


godofv : ' cYear 


RUNNER-UP: 

SHADOW OF THE COLOSSUS 


Did you try this? Unlocking all the bonus movies definitely ain’t child’s play, as it 
requires finishing the game on the rigorous God difficulty setting. Still struggling? Try 
this approach: First complete the Challenge of the Gods mode to earn Kratos’ “Dairy 
Bastard" cow costume (seen in the screens below), which dramatically increases your 
magic meter. Then don those utters on 
the higher difficulty, and when 
you reach the Hydra boss, 
keep using Poseidon’s 
Rage to rack up massive 
combos and lots of red 
orbs. Since the beast 
won’t die unless you go 
for its neck, you can keep 
collecting orbs and give 
your abilities a much-needed 
boost early on. 


W ~| hen we weren’t busy evicting the itinerant spiders spinning webs in our disused 
; GameCube, we booted up the ol’ purple box to spend some quality time with 

_! this tactical role-playing gem. Radiance doesn’t stray terribly far from the turn- 

based strategy of its GBA cousins, but its solid visuals and deep gameplay don't disappoint. 



Did you try this? After finishing the game, dedicated Fire 
Emblem fans can unlock exclusive levels and bonus art galler¬ 
ies by linking Path of Radiance to the two Game Boy Advance 
Emblem games. You’ll need your GBA and a special link-up cable 
(the same one you used for Final Fantasy: Crystal Chronicles 
9 or The Legend of Zelda: Four Swords Adventures) to 
^ unleash this nerdtacular bounty. If you’re still 
hungry for secrets, you can unlock some 
surprising secret characters by beating the 
game multiple times. Like, say, 15 times. 
Ouch. > 


■ Play the game enough to 
unlock Ashnard here, and 
you’ve officially scared us. 




RUNNER-UP: 

NOTHING. 2005 SUCKED 
FOR GAMECUBE EXCLUSIVES 





Ifl awards... 


( Most Bang for the Buck: 

. Geometry Wars 

I It’s a very simple scientific formula: 

I Take the total enjoyment (X) you’ll 
I get from this mind-numbingly intense 
I Robotron revamp, divide it by the 
I number of dollars it costs (about $5) to 
I download it to your 360 off Xbox Live, 

I and factor in the hours and hours (Y) 

I you’ll spend mastering its intricacies. 

I What does this equal? “Kick ass” with a 
| remainder of “Play it now.” 






System of the Year: 

Nintendo DS 

It was the little system that could...let you touch it without ending up with a law¬ 
suit. It was also the system that could persevere in the face of the all-powerful 
PlayStation brand and its massively hyped PSP launch. Marketing, schmarketing— 
it’s the games that matter, and the DS had some damn good ones. 

We could argue about which puzzle game is better, DS’ 

Meteos or PSP’s Lumines, but no one could argue that titles 
like Castlevania: Dawn of Sorrow, Advance Wars: Dual 
Strike, Mario Kart DS, and so on (don’t forget GBA 
games like Zelda: Minish Cap) didn’t make the DS 
the awesomest system of 2005, portable or otherwise. 
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AT LEAST WHEN 
YOU DIE NOW, 
YOU WON 1 T DIE 

ALONE. 


METAL GEAR GOES MULTIPLAYER. 

Solid Snake just added a new weapon to his arsenal: the net. 
Introducing Metal Gear Solid 3: Subsistence with unprecedented 
online play. There are multiple players and online modes, a 
controllable third-person camera, a Secret Theater mode and four 
complete games in one: multiplayer online, an enhanced Metal Gear 
Solid 3: Snake Eater, and the original Metal Gear and Metal Gear 2. 


A mu ltiplayer mission 

PLAY AGAINST OTHER AGENTS ONLINE 


PLAYING FROM: 

SAN FRANCISCO, CA 


PLAYING FROM 
NEW YORK, NY 


METAL GEAR SOLID 3 



Blood and Gore 
Intense Violence 
Language 
Sexual Themes 



PlayStation.^ 


> V J 

□ni,inE 


BROADBAND ONLY 


www.konami.com/gs 


KONAMI® is a registered trademark of KONAMI CORPORATION. © 2005 KONAMI. All rights reserved. © 1987 2005 KONAMI. METAL GEAR SOLID ® SUBSISTENCE.'* -PlayStation” and the “PS" Family logo are registered 
trademarks of Sony Computer Entertainment Inc. Online play requires internet connection and Memory Card (8MB) (for PlayStation 2) (each sold separately). The Online icon is a trademark of Sony Computer Entertainment 
America Inc. The ratings icon is a trademark of the Entertainment Software Association. 






















































replay edition 



HANDHELD 

GAME OF THE YEAR 


LUMINES 


O pen-ended free-roaming GW-style whatever...apparently all it 
takes is four blocks and appropriately block-rockin’ beats to get 
J (and keep!) us hooked. PSP hit Lumines ’ simple, elegant puzzling 
consumed an embarrassing portion of our lives this year—not surprising, con¬ 
sidering that a single session can easily last over two hours. 


Did you try this? You say the game still hasn’t clicked with you? Maybe 
you’re playing it wrong. Stop obsessing over combos—just keep the board as 
clear as possible. If you wait to create a monster combo that needs the one 
magical block, you’ll likely find that death comes quickly. It makes Lumines 
a short and unsatisfying game. Instead, go for the little payoffs, clearing as 
many cubes as possible. If you can’t clear them, stack like colors together. 
Then, when a combo inevitably happens, drop as many like-colored blocks on 
top before the timer line runs out. You’ll get respectable combos without mak¬ 
ing them the sole focus of your game. 


MULTI PLATFORM 

GAME OF THE YEAR 


SPLINTER CELL CHAOS THEORY 





RUNNER-UP: 

GRAND THEFT AUTO: 
LIBERTY CITY STORIES 


H 


ow can you not love a gadget- 
crammed spy game that sports 
a kick-ass spies-vs.-mercena- 
ries online mode, an entirely separate co¬ 
op campaign, and stars Michael Ironside? 


Did you try this? In the Displace mission, 
enter the gymnasium area without being 
detected and you’ll see a guard begin run¬ 
ning on a treadmill. You can use your OCP 
to disrupt the treadmill (usually—this trick 
is a little glitchy). That’ll trip the guard, 
making him fall and knock himself out. 
“Even when I'm trying to do the missions 
completely undetected,” says Creative 
Director Clint Hocking, “I can’t stop myself 
from doing that. It makes me laugh to the 
point of tears every time.” >► 



RUNNER-UP: 

BURNOUT REVENGE 


Ifl awards... 


Most Quasimystical Marketing Hyperbole: 

Xbox 360 launch hype 

With all of Microsoft’s talk of how the Xbox 360 is “powered by human energy” 
and offers content so compelling that “it will feel like living a lucid dream,” you’d 
be forgiven for thinking the system will 
foster “the perfect mind-body equilibrium 
as you forget your physical surround¬ 
ings”—especially because Microsoft 
Veep Peter Moore said that, too. And the 
spacey sales pitch doesn’t even stop once 
you buy the machine (see this shot of the 
enclosed documentation). 


tH* IMM fixciting product on rtf* pUmad 

Act now to protoct your 
invostmant in tbo amazing Xbox 360 


Mightiest Boss: 

Anything from Shadow of 
the Colossus 

Nothing against God of War's Hydra or Resident Evil 
4 's lake monster, but those big guys are just a drop 
in a sea-sized bucket compared to the raw tonnage 
of enemies in Shadow of the Colossus—a game 
comprised entirely of bosses! You take on 16 titans 
in this moody PS2 art-house adventure. The final 
colossus isn’t even the toughest (it’s really more of a 
jumping puzzle). It’s the kind of nontraditional gam¬ 
ing experience that sticks with you. 
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Buy MLB 06 The Show and you'll get a free Major League Baseball cap of the team of your choice.* 



It’s like free cap day 
without having to go to the stadium. 



« 


PlayStation.^ 


4I> 


*FREE with game purchase. Details inside specially marked packages of MLB '06 The Show or visit playstation.us.com/mlb06 for details. Offer expires 6/17/06 or while supplies last. Selection of team based on 
availability at time of redemption. Major League Baseball, Hall of Fame and Minor League Baseball trademarks and copyrights are used with permission of Major League Baseball Properties, Inc., and the National 
Baseball Hall of Fame and Museum, Inc., respectively. Visit the official Web site at MLB.com. ©2006 MLBPA, Official Licensee-Major League Baseball Players Association. Visit the Players Choice on the Web at 
www.MLBPIayers.com. ©2006 Sony Computer Entertainment America Inc. "PlayStation" and the "PS" Family logo are registered trademarks of Sony Computer Entertainment Inc. "Live In Your World. Play In Ours." 
is a registered trademark of Sony Computer Entertainment of America Inc. 






















replay edition 


DEVELOPER OF THE YEAR 

DAVID JAFFE 




W hile other gamemakers were 
hiding sex minigames deep 
within their programming 
code last year, God of War Director 
David Jaffe let his hang out right 
in our faces. And that’s why we’re 
handing him this inaugural award 
for game-making chutzpah. (Oh, and 
also because he oversaw a damn fine 
game last year, he wants to make us 
cry with his upcoming PSP title, his 
must-hit blog—davidjaffe.typepad. 
com—-pulls no punches, and he has 
big plans for the inevitable future of 
holodeck-style gaming.) 


EGM: What’s the one thing 
you think game development 
is lacking right now? 

David Jaffe: I can give you a list of stuff. I 
mean, you want one thing? 


EGM: We’ll take the list. 

DJ: One, I think we’ve got to get more 
creative visionaries, be it from our industry 
or other industries, that really look at vid¬ 
eogames as an art form and a medium of 
expression. I think game journalists need 
to challenge us more in the development 
community, not be such fanboys—actually 
be reporters and journalists. I think publish¬ 
ers, a lot of the big publishers, have really 
run the industry into the ground, and I think 
you’re seeing that with the sales decline 
that’s happening right now in the market. 


EGM: You’re talking about 
their reliance on sequels? 

DJ: I went to a gathering of developers 
a couple of months ago, and there were 
some marketing guys there who were from 
a publisher who will remain unnamed. They 
weren’t one of the big hardware manu¬ 
facturers—it wasn’t Sony or Microsoft or 
Nintendo. It was not EA, I can tell you that. 
But all it was was brand, brand, brand, 
brand, brand. It was like they’d been brain¬ 
washed, that the only word they knew was 
“brand.” The public isn’t stupid.... As these 
mainstream [gamers] have come in, the 


^ “We’ve turned off a lot of people who 
could potentially be gamers...” -o^ 


hardcore fans are still loving their games 
and having a great time, but a lot of these 
mainstreamers are starting to get turned off 
because it’s sequel after sequel. It’s crappy 
games rushed out before they’re finished. 
It’s uninspired decisions made by suits who 
don’t play games. And all these things are 
contributing to what is beginning to be the 
decline of the market. Ultimately, I think it’s 
gonna be a good thing, because I think it’s 
gonna correct itself, but definitely, I think 
that’s been something that has been really 
bad for the industry. 

And I would say the final thing that I 
think should change or that I would like to 
see change is the used and rental market. 
It’s just a nightmare. I think technol¬ 
ogy is going to come along and...fix that 
part—ultimately we’re going to have digital 
distribution and all this nonsense is gonna 


go away. But right now it’s like...I under¬ 
stand it from the consumer’s perspective. I 
agree with the consumer 100 percent. If I 
can go out and rent my games or buy them 
cheaper instead of buying them new, then 
it’s perfect for the consumer. The problem 
is, the game industry doesn’t really make 
any money off this stuff. 

EGM: Is it discouraging to 
see new and pretty decent 
tries at new franchises, like 
Gun— which was kind of a 
short game but was interest¬ 
ing and had good production 
values— not sell very well? 

DJ: It is. It’s discouraging and it’s confus¬ 
ing. I was a big fan of Gun.... It needed 
more polish, but I really enjoyed it. The 
issue, though, and the reason it’s kind of 
confusing and discouraging is that you 
have this good game, and it didn’t really 
sell all that well, and I wonder, if it was 20 
bucks, would it have sold better? When it 
drops to 20 bucks, will it sell better? Or 
is it more speaking to the fact that it may 


very well be that the kind of industry that 
we have or the kind of consumers that we 
have in this industry—unless we find a 
way to grow it significantly—they’re not 
going to be open to new genres and new 
ideas because they really are a niche mar¬ 
ket to begin with? 

That may be one of the things that we 
have to accept, and whether Nintendo is on 
the right track or the wrong track, I don’t 
know, but it sounds like they’re at least 
saying that this is an issue, which is that 
we’ve turned off a lot of people who could 
potentially be gamers because the games 
are too complicated, the games are too 
expensive. 

One of the things I’m trying to do with 
this new game I’m working on is I’m trying 
to actually take a very proven thematic 
genre and apply some more of the artistic 
and political, sort of arty-farty game-mak¬ 
ing sensibilities that you might see in 
games like Ico or Shadow of the Colossus 
and a little bit in God of War, and try to 
apply it to a more “commercial” thematic 
and see, what does that do? How does that 


in awards... 


Best Game Within a Game: 

Flipnic’s Pong Minigame 

Maybe we’re easily entertained—or maybe some 
classics just die hard—but months after we were 
through reviewing the pinball stages of budget 
silverball-slinger Flipnic, we were still staging daily 
tourneys in its two-player Pong-like minigame. 
Money was waged. Blogs were blogged. Elaborate 
backstories were created for the players’ paddles. 
One editor ended up owing another several trillion 
dollars after a disastrous run of double-or-nothing 
matches. Told you we were easily entertained. 



New Hero Who Deserves a Sequel: 

Kratos 

Beat God of War( PS2) and you find out why its 
brutal star Kratos sports powder-white skin and a 
mean streak a mile long. But we know we’re not 
through learning about this guy. “Certainly there are 
ideas we have for more God of War games,” says 
Director David Jaffe, “but I don’t remember when 
the date is when [Sony’s] basically gonna say, ‘OK, 
you guys have performed well enough’...in order 
for us to move forward with more of Kratos’ adven¬ 
tures.” We figure a sequel is a safe bet. 
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sort of stir up the pot? Are the audiences 
that usually buy that commercial kind of 
game going to wake up and go, “Oh, my 
God, I didn’t realize games could be more 
than just an actionfest”? Or are they gonna 
turn their noses up and say, “No, this is too 
arty-farty for me"? 

It’s a really interesting time as a design¬ 
er like myself who thinks about these kinds 
of things, because none of us really seems 
to know the answer. But there’s a lot of 
people out there trying to figure it out, so 
it’s going to be cool to see who gets there 
first. And then we’re all gonna copy that 
guy. [Laughs] And chances are it’s gonna 
end up being [Mario creator Shigeru] 
Miyamoto like it usually is. But we’ll see. 


EGM: Sounds like you’re tak¬ 
ing a risk there, especially 
with a portable game. You’ve 
been quoted as saying you 
want to make players cry. 

DJ: That would be great.... The gameplay 
part is going great. The guys at Incog [the 
game’s Santa Monica, CA-based developer, 
which Jaffe oversees] are confident that 
we’re making a really good, fun game so 
far. But the crying part, the political part, is 
proving really, really freaking hard. And it’s 
hard to know if it’s proving hard because 
the medium isn’t going to let us express 
ourselves in that way, or if it’s hard simply 
because we’re having to flex some muscles 
that as game designers we’ve never 
flexed before. 

I mean, at least on our end we haven’t 
dealt with really trying to create an emo¬ 
tional story before and we haven’t tried to 
create a political piece of interactive nar¬ 
rative before, and the other thing is we’re 
doing the whole thing without cut-scenes. 
We’re like, look, if we can’t tell the story in¬ 
game, it’s not a story worth telling. 





EGM: We gotta say, we did 
almost cry in God of War 
when we were climbing those 
columns of blades.... 

DJ: Yes, I understand, I understand, that 
was very bad. It was really, really bad. Yeah, 
it was terrible. We focus-tested the crap 
out of this game, and we were pretty much 
focus-testing in order of the sequence of 
the game. We had done probably 30 focus 
tests where we’d watch people play and, 
this guy’s getting stuck, this guy’s getting 
bored, this guy’s confused, let’s fix this, 
let’s fix that. By the time we got to Hades, 
we were simply out of time and we were 
like, “Anybody who’s played through the 
game this far, which is almost to the end 
of the game, clearly has enough skill that 
they’ll be able to get past this little jump¬ 
ing puzzle.” But yeah, it was quite sh***y. 

I’d like to say that it’s a metaphor 
for hell, because you’re in 
Hades, and it's meant to 
be that way. But it's not; 
it’s just bad work. 


would be my only kind of negative to it. So 
I’m really excited. I won't buy one on day 
one any more than I got an Xbox 360 on day 
one, because I ain't gonna get up at 3:00 
in the morning and wait in line at Best Buy. 
But I’ll get one as soon as I can because I’m 
looking forward to it. 


EGM: You’ve told us you 
wanted to live to see the holo- 
deck. If you ever do make a 
holodeck game, can we get 
another three-way minigame 
in there, you think? 

DJ: Urn...good lord, if you get to the holo¬ 
deck, every f***in' room is gonna be a 
threesome minigame, hell yeah. [Laughs] 

EGM: That’ll be exhausting. 

DJ: Maybe for you! You need 
to get to the gym a little bit 
more, then. Nah, I’m looking 
forward to that, certainly. 
I’ll be there. > 


EGM: What 
do you think 
about the 
Revolution? 

DJ: I think it’s 
cool! I’m very 
excited to get my 
hands on it. The 
con to it is, is 
it going to end 
up being a big 
novelty so that 
after about 20 
minutes or 
two or three 
days you’re 
kinda 
bored of 
it, and it’s 
neat, but 
it really 
doesn’t lead 
to any kind 
of compelling 

gameplay? Now. it is Nintendo 
and it is Miyamoto. I think that 
guy and that company are 100 
times smarter than I am, so 
you’d be an idiot to assume that 
they haven’t thought of that 
and dealt with that. But that 



YOUR TURN 

Just when you thought you could 
slack your way through all this awards 
business, we put you to work on our 
website, 1UP.com, where you voted 
for your own winners in the following 
categories.... 

Game of the Year 
Resident Evil 4 • PS 2 /GC 



Best Shooter Game 
Call of Duty 2 • XB360 
Best Sports/Extreme Sports Game 
Madden NFL 2006 • PS 2 /XB/ 

GC/XB360 
Best Racing Game 

Mario Kart DS • ds 

Best Role-Playing Game 


Dragon Quest VIII: Journey of 
the Cursed King • PS 2 



Best Action Game 
Resident Evil 4 • PS 2 /GC 
Best Adventure Game 

Shadow of the Colossus 

• PS2 

Best Fighting/Wrestling Game 
Soul Calibur III • PS 2 



Best Puzzle Game 

Lumines • psp 

Most Innovative Game 

Nintendogs • ds 


Gamer of the Year: 

Old Grandma Hardcore 

That’s not a tone of disgust or maternal resignation in her voice when 
69-year-old Barbara St. Hilaire describes how her 11-year-old grand¬ 
son owns every gaming console. It’s jealousy. “He even got an Xbox 
360 for Christmas,” says St. Hilaire, who games on a PS2, Xbox, and 
GameCube but can’t quite afford Microsoft’s new system. “I told him, 
‘Oooh, that’s not fair. I want one.’ I’ll get one eventually.” 

But it’s not just system envy that has us proclaiming this self-titled 
“Old Grandma Hardcore” our Gamer of the Year. Nor is it that she beat 
Resident Evil 4 four times, plays games in every genre but shooters 
(“I suck at Halo," she says), is a videogame correspondent for the 


MTV.com game show G-Hole, or swears up a blue streak while gam¬ 
ing an average of 10 hours a day (“Motherf***ing whore won’t duck 
when I shoot!” St. Hilaire shouts at Resident Evil 4’s hapless Ashley 
character—see oghc.blogspot.com for more colorful commentary). St. 
Hilaire has pulverized our perceptions of a typical gamer—shocking 
the friends in her age bracket in the process. “They think I’m sort of 
weird,” she says. “Most of them don’t approve of the cussing. They 
don’t think it’s ladylike. They think I should be sitting in a rocking chair 
vegetating, waiting to die.” 

As Old Grandma Hardcore herself would say, “F*** that.” 
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PERPETUAL MOTION MACHINE OF THE YEAR: 


PERFECT DARK ZERO 


There you were, just killing DataDyne minions like a 
good little special agent, when one started bouncing 
around like some dead superball, defying gravity and 
rigor mortis both. Huh. How queer. That's some of 
your next-gen rag-doll physics right there. 


EGM’S FOURTH ANNUAL 

TOBIAS BRUCKNER 
MEMORIAL AWARDS 


FOR EXCELLENCE IN THE FIELD OF CRAPULENCE 


Although Whoopi Goldberg was available, we decided to stick with what works— 
our favorite racist, half-cyborg cavalry captain knows a crappy game when he 
sees one with his lone good eye (while riding his dinosaur steed, even). Final 
boss Tobias Bruckner was only a little part of what made 2002’s Turok: Evolution 
enduringly horrible, but he’s all of what makes EGM's Tobie awards great. 

—Demian Linn 


INFLATABLE SEX-DOLL AWARD FOR MAKING US FEEL DIRTY: 

ND 

MARKETING MATERIALS 


Lara Croft, in this promotional artwork, and the SEAL on the cover of 
the Fireteam Bravo box both seem to have the same thing on their 
minds. But we won’t ask if they don’t tell. 
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DINO CRISIS 3 AWARD FOR DESPERATION IN 
GAME DESIGN: 


Make a game starring Sonic’s evil twin and put a dock 
in his hand. That’s a good idea. That’s what the kids 
want. (Actually, the kids do want it—it’s selling well.) 
Runner-up: Predator: Concrete Jungle's back to 
the future time-cop conceit, although (and keep this 
between us) we actually kind of liked that. 



LEAST SEXYSEXy GAME: 


Bob Dole says, “If your erection does not go away in 
four hours, please play this game." 

Runner-up: Grand Theft Auto Hot Coffee mod. Because 
after all the work it takes to download and install this 
mod, the sight of two chunky, clunky character models 
vaguely rubbing against each other will only make you 
want to punch yourself in the Jimmy. 



Uwe Boll once again embarrassed the competition and 
himself with cinematic (we mean that in the most tech¬ 
nical sense) reimaginations of BloodRayne and Alone in 
the Dark (rated 1 percent fresh on rottentomatoes.com). 
We can only hope his upcoming versions of Dungeon 
Siege. Hunter: The Reckoning, Far Cry, Postal, and Fear 
Effect live up to the level of excellence we’ve come to 
expect from Boll productions. 



TREND WHOSE ASS WE’D LIKE TO CAP: 


187 Ride or Die. Crime Life. 25 to Life. Fear & Respect. 
50 Cent: Bulletproof. If you’re a developer working on 
some crass, crappy game about thugs shooting stuff, 
go on strike until someone thinks up a legitimate game 
idea. Or quit. 


Hey, at least not all 
women in games are 
overinflated bimbos. 
Some are sexually 
amorphous 
gangbangers, 
like Queen 
from PSP 
brawler The 
Con. Imagine—some¬ 
one was paid actual 
American dollars to 
draw this tragedy, 
and at least one other 
person in charge saw it 
and said, “Wow! That’s 
awesome\ Three-day 
weekends for 
everybody!" 



PHANTOM AWARD FOR SLOW-MOTION RETAIL 
TRAIN 


It’s a GPS. It’s a digicam. It sends and receives e-mail. 
It plays some crappy games. And you can buy it (start¬ 
ing at $229) from a pushcart in one of 11 malls on the 
continent of North America. Or not. 

Runner-up: Tapwave, we hardly knew ye. Well, we 
knew you well enough, but RIP anyway. 



THE JACK THOMPSON ISA 
TOTAL JACKASS AWARD: 

We wouldn’t resort to personal 
attacks if this Florida game-biz-bash¬ 
ing lawyer hadn’t done so first (not 
against us specifically...more like 
against everyone in the world who 
doesn’t agree with his puritan-on- 
the-moon agenda). This year was 
full of the usual wild-eyed Thompson 
ranting, but our favorite moment 
was when the guys at penny- 
arcade.com donated $10,000 to the 
Entertainment Software Association 
Foundation in Jack’s name and he 
tried to get them arrested. jiwK 
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AMD Athlon™ 64 FX-60 Processor 
AMD Athlon™ 64 X2 4600+ Processor 
AMD Athlon™ 64 X2 4400+ Processor 
AMD Athlon™ 64 X2 4200+ Processor 
AMD Athlon™ 64 4000+ Processor 
AMD Athlon™ 64 3700+ Processor 
AMD Athlon™ 64 3500+ Processor 


oawieR~sL.i 


~ NVIDIA® nForce™4-SLI Chip Dual PCI-Express MB 

- Microsoft Windows* XP Home Edition 
~ (Buy power® Ninja Gaming Case 

with CPU Liquid Cooling System 
~ Corsair 1024MB DDR400 Memory 

- Serial-ATA 300GB 7200RPM Hard Drive 
~ 16x Double Layer DVD±R/±RW Drive 

- 16X DVD-ROM Drive 

- 2X NVIDIA® GeForce™ 7800GT PCI Express 256MB 

Video Cards - SLI Enabled 

~ 8 Channel Surround 3D Premium Sound 

- Creative Inspire 8 Channel Surround Sound Speakers 
~ 10/100/1000 MBps Ethernet LAN 

~ Logitec Multimedia Office Keyboard; Opcital Mouse 
~ Free Wireless 802.1 lg 54MBps Network Adapter 

- Free 1 -Year 24/7 i-Care Deluxe Technical Support 
+ On-Site Service 

- Upgrade to Sicuro RW-670XL 5.1 Crazy Lighting 
Speaker System Add $ 189 


2479 

1989 

1859 

1749 

1699 

1589 

1549 


AMDE1 


Turion64 

MOBILE TECHNOLOGY 


AMD3 


Athlon 


AMD +1 



Athlon fx 




- 15.4" Wide Screen 16:10 WXGA TFT LCD 1280x800 Display 
-AMD® Turion™ 64 Mobile Technology 

- AMD PowerNow! Technology 

- HyperTransport Technology 

- Ehanced Virus Protection Technology 

- Microsoft* Windows* XP Home Edition 

- Mobile ATI* Radeon™ X700 128MB DDR Video 

- 1024MB DDR-400 Memory 

- Removable 8x DVD±R/±RW / CD-RW Drive 
-60GB 5400RPM Ultra-ATAIOO Hard Drive 

- 10/100Mb Ethernet LAN & 56K Modem 
-Wireless 802.1 lg 54MBps Mini-PCI Network 

~4x USB 2.0 & lx Firewire IEEE-1394 Ports; 3-in-l Build-in Media Card Reader 

- Free 1 -Year i-Care Deluxe 24/7 Phone Support 

- High Performance Li-Ion Battery 

- Free Deluxe Carrying Case 



- 15.4" Wide Screen 16:10 WXGA TFT LCD 1280x800 Display 

- AMD® Mobile Athlon™ 64 Processor with HyperTransport Technology 

- Microsoft* Windows® XP Home Edition 

- Mobile ATI* Radeon™ 9700 PRO 128MB DDR Video 

-512MB DDR-400 Memory 

- Removable 8x DVD±R/±RW / CD-RW Drive 


-40GB 5400RPM Ultra-ATAIOO Hard Drive 

- 10/100Mb Ethernet LAN & 56K Modem 
-Wireless 802.1 lg 54MBps Mini-PCI Network 
~3x USB 2.0 & lx Firewire IEEE-1394 Ports 
-3-in-l Build-in Media Card Reader 

- Free 1 -Year i-Care Deluxe 24/7 Phone Support 

- Choice of 6 Exclusive Reflective Colors 

- High Performance Li-Ion Battery 

- Free Deluxe Carrying Case 

S n OB9 



AMD Turion™ 64 Mobile Technology MT-40 Processor $ 1359 

AMD Turion™ 64 Mobile Technology MT-37 Processor $ 1319 

AMD Turion™ 64 Mobile Technology MT-34 Processor $ 1289 

AMD Turion™ 64 Mobile Technology MT-30 Processor $ 1245 


Mobile AMD Athlon™ 64 3700+ Processor 
Mobile AMD Athlon™ 64 3400+ Processor 
Mobile AMD Athlon™ 64 3200+ Processor 
Mobile AMD Athlon™ 64 3000+ Processor 


$1169 
$ 1095 
$ 1079 
$ 1039 


= Order Toll Free 333 . 462. 3399 L3 
















































AMD 


POWER 


• The AMD Athlon™ X2 dual-core processor 
enables everyone to do more in less time by 
delivering exceptional multi-tasking capabilities 
and increased performance on digital media. 

• Dual-core technology is like having 

one processor responsible for running programs 
in the background while a second runs 
the applications you want to work on. 

The AMD Athlon™ 64 X2 dual-core processor 
brings true parallel processing to the desktop 
and can increase computing performance by 
up to 8 OX. 


iBUYPOWER MOW SHIPS TO CANADA! 




$ 609 


□ 



AMD Athlon 7 " 

A 64 3200+ Processor 

$ 609 

AMD Athlon 7 " 

A 64 3500+ Processor 

$ 659 

AMD Athlon™ 64 3700+ Processor 

$ 699 

AMD Athlon 7 " 

A 64 4000+ Processor 

$ 769 


NVIDIA' nForce™4 SLI Chip 
Dual PCI Express Motherboard 
NZXT® Trinity Mid-Tower Case 

+ See Through Window + Neon Light 

- Corsair 512MB DDR400 Memory 
Serial-AT A 160GB 7200RPM Hard Drive 

- 16x DVD-ROM Drive 

- 52x32x52 CD-RW Drive 
NVIDIA' GeForce™ 6600 256MB 
16X PCI Express Video Card 

- 8-Channel Surround 3D Premium Sound 

- 10/100/1000 MBps Ethernet LAN 

- 600Watt Surround Sound Speakers 
Logitech Multimedia Keyboard 

& Optical Mouse 

FREE 1 -Year 24/7 1-Care Deluxe 

Technical Support + On-Site Sen/ice 

Add ViewSonic® VX924 19' LCD - Xtreme 

4ms video for ultimate gaming @ $ 449 



AMD Athlon™ 64 3200+ Processor $ 

AMD Athlon™ 64 3500+ Processor $ 

AMD Athlon™ 64 3700+ Processor $ 

AMD Athlon™ 64 4000+ Processor $ 

AMD Athlon™ 64 X2 4200+ Processor $ 



Editors' 

Choice 


& 


NVIDIA” nForce™4 SLI Chip 
Dual PCI Express Motherboard 
Microsoft* Windows® XP Home Edition 
NZXT® Trinity Mid-Tower Case 
Corsair 1024MB DDR400 Memory 
Serlal-ATA 200GB 7200RPM Hard Drive 
16x Double Layer DVD±R/±RW Drive 
NVIDIA® GeForce™ 6200 w/ TurboCache 
256MB 16X PCI Express Video Card 


979 

999 

1109 

1179 

1239 


8-Channel Surround 3D Premium Sound 
- 10/100/1000 MBps Ethernet LAN 
600Watt Surround Sound Speakers 
17" ViewSonic® VA712B LCD Monitor 
Logitech Multimedia Keyboard 
& Optical Mouse 
FREE Wireless 802.1 lg 54MBps 
Network Adapter 

FREE 1 -Year 24/7 1-Care Deluxe 
Technical Support + On-Site Service 


$ 899 


SACK T”C3 SSCZMOOL- 63«-4 

$ 999 


AMD 

AMD 

AMD 

AMD 

AMD 



Athlon™ 64 3200+ Processor 
Athlon™ 64 3500+ Processor 
Athlon™ 64 3700+ Processor 
Athlon™ 64 X2 3800+ Processor 
Athlon™ 64 X2 4200+ Processor 


$ 899 
$ 939 
$ 989 
$ 1049 
$1119 


NVIDIA” nForce™4 SLI Chip 
Dual PCI Express Motherboard 

Microsoft* Windows® XP Home Edition 
Raidmax X-l Gaming Case 


- Corsair 1024MB DDR400 Memory 
Serlal-ATA 200GB 7200RPM Hard Drive 

- 16x Double Layer DVD±R/±RW Drive 

- 6-in-l Media Card Reader 

2X NVIDIA* GeForce™ 6600 256MB 
16X PCI Express Video - SU Enabled 

- 8-Channel Surround 3D Premium Sound 

- 10/100/1000 MBps Ethernet LAN 
600Watt Surround Sound Speakers 
Logitech Muitimedia Keyboard 

& Optical Mouse 

- FREE Wireless 802.1 lg 54MBps 
Network Adapter 

FREE 1 -Year 24/7 1-Care Deluxe 
Technical Support + On-Site Service 



AMD Athlon™ 64 3500+ Processor $ 

AMD Athlon™ 64 3700+ Processor $ 

AMD Athlon™ 64 4000+ Processor $ 

AMD Athlon™ 64 X2 3800+ Processor $ 

AMD Athlon™ 64 X2 4200+ Processor $ 


NVIDIA” nForce™4 SLI Chip 
Dual PCI Express Motherboard 

Microsoft* Windows* XP Home Edition 
NZXT® Guardian Mid-Tower Case 
+ See Through Window + Neon Light 
Corsair 1024MB DDR400 Memory 
Serlal-ATA 250GB 7200RPM Hard Drive 
16x Double Layer DVD±R/±RW Drive 
16x DVD-ROM Drive 
ATI Radeon™ XBOOGTO 256MB 
16X PCI Express Video Card - 
Powered by Powercolor 
8-Channel Surround 3D Premium Sound 


999 

1039 

1109 

1109 


- 10/100/1000 MBps Ethernet LAN 

- Cintre RW-6510 5.1 Surround Speakers 
Logitech Multimedia Keyboard 

& Optical Mouse 

FREE Wireless 802.1 lg 54MBps 

Network Adapter 


1179 


FREE 1 -Year 24/7 1-Care Deluxe 

twww 5«ppon + qniawamiiM. 
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$ 1299 


$ 131 9 




NVIDIA” nForce™4 SLI Chip 
Dual PCI Express Motherboard 
Microsoft® Windows® XP Home Edition 

- Raidmax Ninja Gaming Case 

iBuypower* Liquid Cooling Technology 

- Corsair 1024MB DDR400 Memory 


16x Double Layer DVD±R/±RW Drive 

- 16x DVD-ROM Drive 

2X NVIDIA' GeForce™ 6800GS 256MB 
DDR3 16X PCI Express Video Card 
- SU Enabled 

- 8-Channel Surround 3D Premium Sound 

- 10/100/1000 MBps Ethernet LAN 

Logitech X-530 5.1 Surround Sound Speakers 
Logitech Multimedia Keyboard 
& Optical Mouse 

FREE Wireless 802.1 lg 54MBps 
Network Adapter 

FREE 1 -Year 24/7 1-Care Deluxe 
Technical Support + On-Site Sen/ice 


AMD 

AMD 

AMD 

AMD 

AMD 

AMD 


Athlon 7 ' 

Athlon 7 ' 

Athlon 7 ' 

Athlon 7 ' 

Athlon 71 

Athlon 71 


64 

64 

64 

64 

64 

64 


3500+ Processor $ 1 31 9 

3700+ Processor $ 1 369 

4000+ Processor $ 1 439 

X2 4200+ Processor $ 1 509 

X2 4400+ Processor $ 1 609 

FX-60 Processor $ 2269 


AMD Athlon™ 

64 3500+ Processor 

$ 1299 

AMD Athlon™ 

64 3700+ Processor 

$ 1349 

AMD Athlon™ 

64 4000+ Processor 

$ 1419 

AMD Athlon™ 

64 X2 4200+ Processor 

$ 1489 

AMD Athlon™ 

64 X2 4400+ Processor 

$ 1589 


NVIDIA” nForce™4 SLI Chip 
Dual PCI Express Motherboard 

Microsoft* Windows® XP Home Edition 
Raidmax RX-9 Gaming Case 
with Remote Controlled Bootup 
Corsair 1024MB DDR400 Memory 
Serlal-ATA 300GB 7200RPM Hard Drive 
16x Double Layer DVD±R/^RW Drive 
16x DVD-ROM Drive 
NVIDIA” GeForce™ 7800GTX 256MB 
DDR3 16X PCI Express Video Card 
8-Channel Surround 3D Premium Sound 
10/100/1000 MBps Ethernet LAN 
Logitech Multimedia Keyboard 
& Optical Mouse 
FREE Wireless 802.1 lg 54MBps 
Network Adapter 

FREE 1 -Year 24/7 1-Care Deluxe 
Technical Support + On-Site Service 
Upgrade to Sicuro RW360XL 2.1 
Lighting Speakers Add $75 


WWW.iBUYPOWER. COM 


















































we give this month's reviews section a 6.0 out of 10 



MStCi&fiS 


tiior whgs 


the 


T a\& 


ext-gen, HD-era, 

H 1080i, 5.1 Dolby 
Digital? Whatever. 

Those buzzwords become 
more meaningless when you 
realize that some of the best, 
purest gaming experiences 
around don’t play on an HDTV. 
They’re on your DS, GBA, and 
(sometimes) PSP. 

Almost half of this month’s 
review games are on portable 
systems, and for the first time 
ever, two handheld games tied for 
our Game(s) of the Month. Give it 
up for Age of Empires: The Age of 
Kings (DS) and Drill Dozer (GBA)— 
and when you’re done with those, 
make some time for Exit (PSP), too. 
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GAME BOY ad\* 


GAME OF 
THE MONTH 

The highest- 
scoring game 
each month gets 
a star. 


The lowest-rated 
game with 
unanimously bad 
scores. 


Silver 

For games with a 
mean score of 8.0 
or higher. 


game of 

the MONTH 

ctiej 


THE RATING SYSTEM & AWARDS 








FAIR 


GOOD 


Gold 

For games with 
an average score 
of 9.0 or higher. 


Platinum 

Straight 10s. For 
games that are 
life-changing. 


ESRB Ratings The ESRB’s game ratings range from “Everyone” to “Adults Only.' 
Visit www.esrb.org for the full lowdown. 


REVIEW CREW 


“Despite its awesomeness, God of War 
became an underdog 
(thanks to Resident Evil 
4). But for me, GOW was 
the best game of 2005, 
for sure.” 

Age of 

Empires (DS), Full Auto 
egmshoe.1UP.com 



“ Jade Empire (XB) is a creative 
masterpiece. The rich 
mythology, breathtaking 
scenery, and fast-paced 
combat drew me in like no 
other game this year.” 

Geometry 
Wars, ChibiRobo 

egmjennifer.1UP.com 


“Don’t let all this HD-era hoopla distract 
you from playing these 
two awesome GBA games: 

Zelda: The Minish Cap and 
WarioWare: Twisted!" 

Grandia 
III, Soul Calibur III, Led 
Zeppelin III 

egmshane.1UP.com 


“I know Shadow of the Colossus' camera 
sucks, but I’ve never felt 
such satisfaction slaying 
a videogame beast. Why 
can’t more developers be 
this damn creative?” 

Kingdom 
Hearts II, Geometry Wars 
egmbryan.1UP.com 



“I gotta go with Oddworld Stranger’s Wrath. 
The game’s creativity is 
off the charts (notably the 
living ammunition), and the 
story features one hell of 
a twist.” 

Perfect Dark 
Zem, Geometry Wars, Gun 
egm_ford.1UP.com 



till 


t hum 


MARK RmCDQKALD • Executive Eefftor 

“It’s packed with gameplay goof-ups and 
technical oversights, but 
Haunting Ground tops even 
RE4 as the year’s creepiest 
game. Implying being raped 
by a giant ’tard? Yikes.” 

Geometry 

Wars: Retro Evolved 
egmmark.1UP.com 





“ Resident Evil 4 and God of War will 
make you feel like a 
badass, but only Guitar 
Hero made me feel like a 
rock star. It’d be my Game 
of the Year if those others 
hadn’t come out.” 

Guitar Hero 
egmcrispin.1UP.com 


“I have to give a nod to Forza for being a 
great driving sim (shame 
you can’t buy a good wheel 
to go with it), but I’m giving 
the nod to Guitar Hero. And 
I’m holding up a lighter.” 

Geometry 

Wars, Soul Calibur III 

egmdemian.1UP.com 


“It may not have reinvented the gameplay 
wheel, but Psychonauts 
can barely contain its 
creative energy, humor, and 
humanity. Other games 
were designed by robots.” 

Electroplankton 

robertashley.1UP.com 




“I don’t venture out of the sports genre often, 
but I was totally taken by 
Shadow of the Colossus. 

Because of this game, I now ^ 

carry a sword.” 

Gun, NBA Live 

on Xbox 360 

Patty fears the 
Internets and its trappings 



“For me, it’s all about Geometry Wars: Retro 
Evolved. Who would’ve 
thought the best Xbox 360 
launch game would be a 
simple $5 arcade shooter? ( 

Xbox Live Arcade FTW!” 

MS Saga, 

Grandia III, FFIV Advance 
johntv.1up.com 


“If likable characters, great writing, 
and solid platforming are 
your thing, 2005 was the 
year of Psychonauts. Tim 
Schafer’s masterpiece got 
me interested in 
platformers again.” 

Call of Duty 2 
stewy.1UP.com 




“Average games become obsolete, but great 
games get ported. Final 
Fantasy IV Advance made it 
in under the wire but was 
heads above anything else 
all year for me.” 

Halo 2, Age of N 
Empires: The Age of Kings 
cookiecups.1UP.com 


“Killer 7 took a beating from the Review 
Crew, but I honestly dug 
the hell out of it. It takes 
your patience, screws your 
brain, and gives you jagged 
shards of cool for change.” 

Breath of Fire: 

Dragon Quarter 

zepyulos.1UP.com 


OFFICIAL U.S. PLAYSTATION MAGAZINE and 1UP.COM have some great, great, 
great, great, great reviewers. We like things that are great. Good things are fantastic. 
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Offensive driving 


Scientists have discovered a way to make 
the Burnout crash-and-burn formula even manlier: 
add guns. The result is a chaotic, testosterone-filled 
mess of car wrecks and bullet holes. I love it. 

Full Auto isn’t an open-arena car-combat game 
like Twisted Metal. It’s a racing game with guns, 
dressed up with some mighty impressive phys¬ 
ics that make everything feel so crushingly real. 
Accidentally powerslide into a gas tanker and the 
resulting explosion will take out everything nearby. 
T-bone a car into a storefront and it’ll shatter the 
concrete and glass. Fire some rockets into an 
overpass and crumpled metal will rain down onto 
the asphalt (which will affect driving conditions, 
of course). It’d be enough fun just to watch the 
environmental destruction.Jf you weren’t so busy 
keeping your eyes on the road. 

Don’t get too excited when you first see the mas¬ 
sive list of missions you’ll get to tackle in career 
mode. It looks like you’re getting a big assortment 
(different car classes, gang warfare, etc.), but by the 


time you play through them all, you’ll realize you 
were pretty much doing the same thing over and 
over. The tracks lack diversity, too—it seems every 
other course is a variant of the one you just played. 
So while the action’s intense, especially with seven 
other drivers over Xbox Live (which played really 
well during our testing), in the long run, you’ll be 
looking for downloadable content or a sequel. 

Overheard at a junior high school lunch 
table: “Dude, how cool would a racing game be if 
you got to crash like in Burnout, and, like, you had 
weapons and stuff like in Twisted Metal, and if it 
had online multiplayer like in Need for Speed, and 
you could blow up everything, you know, like in 
Mercenaries, and oh, oh! You know what’d be really 
awesome? If you could totally rewind like in Prince 
of Persia if you mess up a turn or die or stuff!? 
Wouldn’t that be so sweet?” 

Yeah. It is. So much so that my one com¬ 
plaint with Full Auto is that it isn’t very...full. The 


cityscapes are completely destructible but feel a 
little repetitive, and the multiplayer lacks enough 
variety in weapons and race modes to satisfy my 
thirst for carnage. Of course, a cry for more is like 
the opposite of a backhanded compliment—it’s the 
most positive criticism I can give. 

Full Auto is a big, dumb, delicious quar¬ 
ter-pounder, dripping with Smokey and the Bandit 
jumps, gratuitous slow-mo explosion porn, and 
rubbernecking highway pileup fantasies. It jams a 
thumb right into the part of my brain that used to 
smash Hot Wheels into each other for hours at a 
time. Bang! Pow! Boom! 

The “unwreck” feature sounds cool, and it’s fun 
to watch your demise in rewind, but for me, it kills 
the tension. When you’re tearing through a maze 
of pillars (these urban planners should be fired) 
and traffic a la Burnout, you never break a sweat, 
knowing that most any slip is easily reversed. Good 
thing it’s nixed online. j#i 



Got stuck? Hit a mine? Use the Unwreck button to 
rewind time. How did we ever live without it? 



Tweak My Ride 

After you finish single player’s Class A Speed 
Kills, a quiet little option will sneak onto your 
menus. Look for “Tune Weapons” after you 
select your ride. This will let you put more 
power into one of your weapons at the expense 
of your other one. For example, you can make 
your front shotgun a weak, straight-firing affair 
and boost up your rear grenades to poop out 
five bombs (instead of the standard three). Look 
for level three missiles—they’re heat seeking. 


Good: It’s like Burnout but with guns and a cool “Unwreck” button 
Bad: Not enough tracks and modes 
Unwreck: No worky in multiplayer, of course 





Publisher: Sega 
Developer: Pseudo 
Players: 1-2 (2-8 online) 
ESRB: Teen 
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PIRACY IS A CRIME 

VIOLATE THE COPYRIGHT LAWS 

GO TO PRISON 

PAY HUGE FINANCIAL PENALTIES 



YONATAN COHEN 

United States v. Yonatan Cohen, United States District Court, District of Minnesota 

Criminal Case No. 05-12 

Yonatan Cohen violated the copyright laws of the United States by selling the POWER PLAYER, a 
computer game console that contained over 40 copyrighted video games belonging to Nintendo of America. 


As a result, Yonatan Cohen was: 

• Convicted of criminal copyright infringement under 17 U.S.C. §506(a) and 18 U.S.C. § 2319 

• Sentenced to 60 months in prison 

• Had hundreds of thousands of dollars in funds and property seized and forfeited by the Federal 
Bureau of Investigation and the United States Attorney's Office in Minnesota; and 

• Will be deported to Israel after serving his prison sentence. 

YOU HAVE EVERYTHING TO LOSE BY VIOLATING THE COPYRIGHT LAWS 



This ad was paid for by Yonatan Cohen as part of his restitution to warn others about the dangers and 

penalties associated with violating the copyrights laws. 





















Your standard assortment of juggles and jiggles 


SHANE: Whether or not you’ll go gaga over Dead or 
Alive 4 depends largely upon how serious you are 
about the fighting genre (and partially on how much 
you enjoy boobs). If you’re someone who simply 
wants to boot up a game, mash some buttons, and 
watch the wickedly painful moves flow out with 
minimal effort, you’ll have a rollicking good time 
here. But if, like me, you’re the dedicated sort who 
enjoys the intense, strategic depth of defensively 
minded games such as Virtue Fighter and Soul 
Calibur, you’ll probably tire of this sugar-sweet dalli¬ 
ance in a few days. It’s fast and fun, but most of the 
characters feel interchangeable, and Tekken 5 (PS2) 
pulls off the same style of play with more finesse. 

With D0A4, developer Team Ninja does attempt 
to fix the series’ broken counter system—in older 
games, a simple button press could reverse nearly 
any move—by forcing you to also press one of four 
directions depending on the attack. While I applaud 
the effort to legitimize the system, it now feels over¬ 


inflict an unbalanced amount of damage. Despite 
the changes, versus matches often degenerate into 
two characters attempting to pathetically counter 
each other rather than fighting. 

At least this scrubby gameplay comes alongside 
luscious presentation and bountiful options. Lovely 
stages, piles of unlockables, and functional (though 
sporadically laggy) online play show the competition 
how to flesh out a fighting package. 

DEMIAN: This game is a beautiful mess. The Dead 
or Alive series has always been known more for T&A 
than tech gameplay; for every panty shot, there’s a 
cheap juggle combo that involves less skill than it 
takes to input a cell-phone text message. 

DOA4 is instantly accessible, and I can’t knock 
that. But, like Shane, I expect a deep fighter that 
rewards strategy and skill. D0A4 is definitely not 
that kind of game. It’s all about who can land that 
first punch or kick; the ensuing juggle and string of 


I have to hand it to D0A4's online setup 
though—the spectator/lobby system does a great 
job of re-creating a winner-stays, arcade/living 
room environment. And with prematch avatars like 
ninjas, crocodiles, and chickens, it’s sweetly surreal. 

1UP.COM—CHE: D0A4 comes very close to being a 
competitive fighting game, but its failings in a few 
key areas cripple its longevity. Although it’s by far 
the series’ best entry, D0A4 still boggles the mind 
with its insanely unbalanced characters and easily 
exploitable moves. The game’s new reversal system 
makes it harder to mash on the counter button to 
reverse attacks, but it’s too convoluted for its own 
good (different inputs to counter mid-punch versus 
mid-kick?). Yet D0A4 is undeniably fun, and you’d 
almost overlook these quirks if the game didn’t 
suffer from some serious bugs, be it the hopelessly 
lag-laden Xbox Live play or the glitch that erases 
your saved game at random. Maybe these problems 



L/u/vr 4 


Sorry for the foreign-speakin’ crocs; we 
couldn’t get a good U.S. version lobby shot. 


Good: Highly customizable Xbox Live play 
Bad: Lacks the depth of better 3D fighters 
Dumbest Ending: Kasumi’s topless mermaid dream 


ly complicated, and many characters’ counters still 


can’t-miss hits is almost a foregone conclusion. 


will be ironed out in the D0A4 Ultimate version? jtfh 


Dead or Xbox Live 

We hit some substantial lag when playing D0A4 
over Xbox Live, but the problem seems fairly 
random—some matches go without a snag, 
while others practically grind to a halt. Usually 
the game slows the action down rather than 
hiccup around—it’s less obtrusive, but the bul¬ 
let-time effect allows players to easily anticipate 
one another’s moves. Sigh. Still, we’ve gotta 
give props to Tecmo for its simple, effective 
lobby system. It’s a cinch to set up the action. 


Publisher: Tecmo 
Developer: Team Ninja 
Players: 1-4 (2 online) 
ESRB: Mature 


www.deadoralivegame.com 
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Intense Violence 
Sexual Themes 
Strong Language 
Use of Drugs and Alcohol 


PTayStation 


(I LO% r J (y^ibrfjki 
k\'Td)j. v All other tracMJr 


PlayStation.? 


©CAPCOM U.S.A., INC. 2006 ALL RIGHTS RESERVED* FINAL FIGHT STREETWISE is a trademark dT CA^SOIVJ. U.S.A^iRG. CA^Gg^and the CA 
and the “PS" Family logo are registered trademarks of Sony Computer Entertainment Inc. Microsoft,Xbox, and thdXbox lofolwjehljer registe 
and/or other countries and are used under licens£jrom Microsoft. The ratings icon is a registered trademark of the Entertainment Spftw&jp*/ 




















reuieuu creuu 
xbox B60 



Microtransactions, bitches!! r 

O h man, were we ever skeptical , 

when we first heard about 
Live Arcade. Charging actual 1 

American dollars to our credit cards 

in order to buy “Microsoft Points” t jn ul dl 


O h man, were we ever skeptical 
when we first heard about 
Live Arcade. Charging actual 
American dollars to our credit cards 
in order to buy “Microsoft Points” 
(which we now refer to internally as 
spacebucks) and then trading them for 
old arcade ports and shareware games 
didn’t sound so hot. But damn if it isn’t 
great to play Gauntlet or Smash 7V 
online with friends. Heck, even some 
of the nonvintage arcade games are 
pretty decent. Here’s the rundown. 

Note: If Crystal Quest and Marble 
Blast Ultra aren’t available for down¬ 
load by the time you read this, they will 
be “soon.” Says Microsoft. 


r 


EVOLVED 




We’ve conquered Kameo. We’re done with Joanna Dark. Our hoods in Project Gotham Racing 3 are starting 
to cool. But there’s still one Microsoft launch game that’s impossible to switch off, and—surprise!—it’s a 
less-than-$5 psychedelic Robotron clone from outer space. Geometry Wars, which actually involves little of 
our most-ditched high-school class and a lot of straight-up twitch shooting, is pure addiction. Maybe it’s the 
trippy dancing-singularity visuals that are best enjoyed when you rock a custom soundtrack (Queen’s “Under 
Pressure” is apropos). Maybe it’s the turbo-ramped levels that have you gunning down five enemies one second 
and 500 the next. Maybe it’s the back-from-the-arcade-grave allure of gluing your name to a high score (our 
MVP: Executive Editor Mark MacDonald with 1.8 million points). But it’s probably the reptile-brain joy of zonk¬ 
ing into that zone where reflexes go all supernatural as you zig though swarms that would kill lesser gamers. 
Sure, google-point games take luck (such as not getting screwed with too many random waves of the tougher 
enemies), but we love it anyway. 


Are you kidding? Some folks on staff say it’s worth the price of the Xbox 360. 
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VI 


The inventor of Tetris has been tinkering again, and the result¬ 
ing puzzler is much deeper and more complex than his original 
masterpiece. It’s easy to get right into any of Hexic's three 
modes because of the basic match-three-blocks-and-they- 
disappear principle, but achieving their greater goals can be 
maddeningly difficult. 


Well, yeah—it comes packed in for free. 


You control a funky Aztec toad who spits colored balls to clear 
oncoming waves of other colored balls. Sounds, er, lame, but 
gamers who already played this thing on the Web or on the PC 
or even on their cell phones know how addicting it can be. 

Sure, as long as you don’t already have it 
on your toaster (this game is everywhere). 






■Vl^rTilo ii toEM '" 7 / 

Guide your custom-painted marble through 60 loopy 3D 
mazes filled with speed- and jump-boosting power-ups 
and lots of pitfalls. It’s less Marble Madness and more 
Super Monkey Ball (minus the primates). 


The joke goes like this: You paid $400 for a next-gen 
console, and now they want 10 bucks more for silly 
puzzling that’s been free on the Web for years? You 
know what? It’s not funny. 


It has a dark Oddworldvibe to it, but it’s not funny. It’s a 
puzzler, but you need coordination more than smarts. All 
around, it’s just...weird. Trollz (the old ones, not new-era 
Bratz Trollz) look-alike Wik has a great, user-friendly 
control scheme to leap around and collect crap. 


Y/«; f i i i ■ ; ■ i ; Play Hexic instead, not just 

because it’s free, but because it doesn’t have a creepy 
voice saying “Excellent!” every time you make a move. 


instant access to every level 
means you can skip the boring collect-the-crystal stag¬ 
es. Steamrolling opponents in multiplayer is fun, too. 


minutes. Trial it. 


It seems like every other Live Arcade game is a riff on 
Robotron. In this one, you’re collecting crystals instead 
of saving humanity, and instead of shooting weird aliens 
you’re—well, that part’s the same. 


This space-station strat game looks complicated, but 
it’s actually simple and intuitive. The levels start out 
nice and slow, ramping up in complexity as you accom¬ 
modate the quirkily fun needs of visitors to your outpost 
while keeping cash flow in the black. 


If Geometry Wars ain’t exactly your speed (as in the 
game keeps kickin’ your backside), try this trippy, col¬ 
orific shooter. Even with its time limits and countless 
enemies, Mutant Storm's levels are much easier to 
complete. And it’s got a two-player mode. 


Wbu'yU I You can buy are all kinds of skins 
(at 100 spacebucks per) to jazz up the game’s look...but 
no. Geometry Wars, people! 


V/Of ill;) >|0nt p :: Caters perfectly to those who 
can’t handle Geometry Wars' hardcore play. jMi 


V/«: > : ; ? Are you really dying to play a 

simple strategy game on your 360? Marinate on that. 
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TOCA RACE 

DRIVER 3 

Jack of all trades, master of none 


®nun!J 

(PS2/Y8) 



6.S 6.0 7.0 


Publisher: Codemasters 
Developer: Codemasters 
Players: 1-2 (PS2 2-8 online, 
XB 2-12 online) 

ESRB: Everyone 10+ 

www.codemasters.com 


Good: More than 35 different motorsports to choose from 
Bad: Some of those 35 really aren’t fun to play 
Craziest Series: Monster trucks...has to be 


GREG S: The Race Driver senes caters to 
gearheads looking to get a taste of every 
sort of motorsport there is. ToCA 3 includes 
an incredibly diverse line-up of events—this 
level of variety is something most of us 
speed freaks simply aren’t used to. But it 
might be too much. While it’s great jump¬ 
ing into any sort of series and racing a full 
season, the inclusion of so many different 
types has pretty much destroyed the stan¬ 
dard career mode (now called World Tour) in 
ToCA 3. Every different season consists of 
two or three races, and then you move on 
to the next. No rivalries can form, no points 
battles can take place, and generally, the A.I. 
of your on-track opponents is so easy (even 
in hard mode) that the only challenge while 
you streak through the field is trying not to 
hit much-slower cars. Career mode fixes 
the problem a bit with longer championship 
seasons but no more challenge. 

And then you have the physics issue. In 
general, most cars in ToCA handle great. 
They slide around just enough to keep you 
from running too hard through each turn. 

But man, when you get into a dirt racing 
series, it all falls apart. From rally to off-road 
to monster trucks, racing on dirt in ToCA just 
feels all wrong. 

ToCA 3 is not unplayable, but it definitely 
needs some tweaking. As a racing fan, I 
appreciate so much being crammed into 



one game, but I’d rather have 
fewer series if it means every 
one of them plays correctly. 

BRYAN: | can’t believe Greg didn’t mention 
anything about ToCA 3's pit boss—that 
crazed, fast-talking Brit gives me the creeps 
(as do the scantily clad, zombielike CG 
ladies). Moving on, while the sheer number 
of racing variations is indeed impressive, 
this one ends up being more about quantity 
than quality. Several of the race types feel 
really unbalanced; the driver A.I. is often 
either ridiculously good (in the GT class) or 
laughably bad (in any off-road competition). 
All this up-and-down gameplay makes com¬ 
pleting any of ToCA 3's supremely robust 
solo modes too much of a chore. 

DEMIAN: ToCA 3 is like some kind of 
driving game smorgasbord. Karts, Group B 
rally cars, W196 Silver Arrows, sprint cars, 
Formula 1000...the list of race classes is a 
bit overwhelming. But I’d gladly sacrifice 
some of the event types if the remaining 
series were polished to a higher sheen. 
These guys are right—many race classes 
just don’t feel realistic and are often too 
easy or (occasionally) too hard. 

Still, no other driving game offers this 
kind of variety— ToCA 3 may be flawed, 
but I can’t deny its novelty value. 


;©nun!J 


ARENA FOOTBALL 

Who are these guys? No, seriously 
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—. Here are 10 

^^ guys you won’t 
see in Madden 
—fIFL 07.... 



Publisher: EA Sports 
Developer: EA Tiburon 
Players: PS2 1-2 
(3-8 w/Multitap, 2 online), 
XB 1-4 (2 online) 

ESRB: Everyone 10+ 
www.easports.com 


Good: Solid gameplay, AFL rules are an interesting change of pace 

Bad: Limited playbooks, weak running game 

Would You Believe: The AFL has been around since ’87? 


Jl A quick lesson for all you Madden- 
ites and anyone else not familiar with the 
Arena Football League (the rights to which 
EA Sports nabbed to go along with its exclu¬ 
sive NFL deal). The AFL offers a different 
breed of football than what you’re used to— 
and in many ways, it’s better suited to the 
videogame treatment. The field, at 50 yards, 
is half the length of the NFL’s, and games 
feature eight players to a side instead of 11. 
Most interesting, balls that bounce off walls 
or the netting behind each end zone are in 
play. Combine this with smooth controls and 
a definite Madden feel, and Arena Football 
offers generally good, offense-heavy action. 

But some truly embarrassing fumbles 
mar this rookie outing: The running game is 
practically nonexistent thanks to weakened 
juke and stiff-arm moves, and the play- 
book is embarrassingly limited. The game 
features some nice animations, but they’re 
offset by an otherwise poor presenta¬ 
tion—the crowd sounds like it’s in a coma, 
and the stadium PA announcer is all you 
get in terms of commentary. Arena Football 
plays a decent game of football, but it’s 
not in the same league as Madden/NCAA 
Football/ Blitz/ NFL Street. 

Tons of scoring, unpredictable 
pigskin bounces off the field-goal nets, 
players taking headfirst dives over the 
wall—Arena Football definitely captures the 


feel of this minor-league grid- 
iron. Ironically, though, it’s the game’s 
authenticity that makes this one not worth 
$30. The league’s peculiar rules basically 
turn you into a spectator on defense (the 
linebackers are worthless), and since no 
team is built around running the ball, on 
offense you end up calling the same hand¬ 
ful of passing plays. Aside from the game’s 
inherent limitations, you’ll find a few other 
miscues here: Leading a receiver usually 
means you’ll throw the ball out of bounds, 
the action will occasionally slow down 
near the line of scrimmage, and the crowds 
barely make a peep. Maybe scratch that last 
one; who attends AFL games, anyway? 

The concept of an Arena Football 
videogame is solid: 8-on-8 action, body 
checks into the wall, and plenty of touch¬ 
downs. But 56-52 barnburners are ultimate¬ 
ly the problem with this game. It’s just too 
easy to score. I scored on the first offensive 
play I ran. Defense is virtually nonexistent— 
though slamming a player over the wall is 
fun—and I hate not being able to blitz with 
my safety (an AFL rule, unfortunately). 

You won’t find a franchise mode (only 
single season and practice), but don’t be 
surprised if the new right-analog kicking 
system ends up in the next Madden and 
NCAA. Still, if I owned only this game, I’d 
watch more television. 
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Press long 


■ PS2/XB 


Good: More real licensed teams, online multiplayer 
Bad: Otherwise, not much different 
It’s Time For New announcers 
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Sorry, Xbox owners, WE9 
utilizes every button- 
including White and Black. 
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WORLD SOCCER 

WINNING ELEVEN 9 


Reach out and nutmeg someone 
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unrivaled. You know a soccer title is 
doing it right when a match can end 
in a scoreless tie and you’ve had 
as much fun as when you’ve lit up 
the scoreboard. And this is in large 
part due to WE9 's A.I., which plays 
such a smart brand of footy that it 
continually keeps you on your toes. 
Next year, though, let’s tone down 
the shooting sensitivity. 


pitch is a slightly revamped player 
development mechanic in Master 
League mode, well, you wonder if 
the laurels might have left a mark on 
Konami’s metaphorical rear, having 
been so thoroughly rested upon. 

But if it ain’t broke I guess it 
doesn’t need fixing, and luckily, 
the new online mode ain’t broke 
either. We didn’t encounter any lag 
problems (too bad the PS2 version 
doesn’t have voice chat), and you 
can bring your Master League squad 
online. Another year, another excel¬ 
lent—if predictable—performance. 


If you’re one of the 
Winning Eleven series’ small group 
(in this country, anyway) of frothing 
fans, this is the soccer game you’ve 
been waiting for. WE9 is finally, 
finally online in North America. 

And other than that, it’s not a 
whole lot different from last year’s 
version. WE9 's still the best soccer 
sim going, although the incredibly 
complex controls—the shoulder but¬ 
tons trigger about a dozen different 
moves depending on the particular 
situation—make for a Matterhorn¬ 
like learning curve. 

On the field, the gameplay tweaks 
are very minor. Referees are quicker 
to call fouls, so you’ll have to lay 
off the “pressure” button when on 
defense. Despite small changes 
to the shooting system, it’s still 
way too easy to sky a ball into 
near-Earth orbit instead of tucking 
it neatly in the goal. And when 
the biggest improvement off the 


Perhaps it’s the fact that 
I’m an American, but I’d really like 
to score more. I can dominate the 
midfield, defend like my life depends 
on it, but I just can’t put the ball past 
the keeper on any sort of consistent 
basis. Then again, this is soccer.... 

This season, WE gets better 
with more real players and teams, 
including better known Premiership 
squads, and the new training system 
allows you to get in-depth when 
developing your players. Too bad the 
refs are so quick to blow the whistle. 


Thank you, WE9 —it’s about 
time you caught up with the rest 
of the gaming world and added 
Internet play. But why’d you get lazy 
with the PS2-to-PSP connectivity 
option (you can swap settings, but 
not League data)? Whatever, it was 
always WE 's gameplay that kept the 
series ahead of FIFA, and it’s still 


WE SPEftK G 33 K 


Geeks transform into Alpha-Geeks 
by becoming fluent in: 


COMPUTER FORENSICS 
NETWORK SECURITY 
SOFTWARE ENGINEERING 
TECHNOLOGY MANAGEMENT 


kbSAMl" 


DIGITAL ANIMATION 


Publisher: Konami 
Developer: Konami Tokyo 
Players: PS21-2 (2-8 via Multitap, 
2-4 online), XB 1-4 (2-4 online) 
ESRB: Everyone 

www.konami.com 


GAME PROGRAMMING 







■ PlayStation 2 i 


reuieuu creme 
playstation 2 


Alfina’s the obliga¬ 
tory magical gal with 
a tragic destiny, who 
also happens to be a 
terrible cook. Great. 


Conventional beauty 


Final Fantasy might be the big man on the 
role-playing campus, but the lesser-known Grandia 
franchise has been quietly advancing the RPG 
genre with clever innovations since its inception 
nearly a decade ago. These games offered sprawl¬ 
ing 3D cities, realistically scaled overworld maps, 
and a nifty battle gauge illustrating turn order years 
before Final Fantasy X blatantly nicked all three 
features. Grandia III continues the series’ success¬ 
ful run—RPG fans hungry for the oft-delayed FFXII 
should undertake this quest in the meantime. 

Grandia III doesn’t significantly alter the estab¬ 
lished formula—all those aforementioned innova¬ 
tions still hold up today, after all—but it looks 
astonishingly swanky. It’s especially tough to pull 
off lush, natural landscapes on the PS2, but here 
you’ll find the most breathtaking vistas this side 
of Metal Gear Solid 3. Whether you’re traipsing 
through the game’s puzzle-packed dungeons or 
pulling off sweet aerial combos in the engrossing 
battles, the production values remain top-notch. 


Sadly, the same can’t be said of the story line. 
While the game starts strong, with a likable hero 
and his spunky mom setting off for grand adven¬ 
ture, it quickly degenerates into a predictable crys¬ 
tal-hunt through elemental dungeons. Ultimately, 
it’s more or less the same plot developer Game 
Arts has been peddling since Lunar: The Silver 
Star hit the Sega CD in 1993. Thankfully, the highly 
customizable (albeit exploitable) magic and skill 
systems keep the combat fresh and fun. 

Grandia III, much like its Dreamcast pre¬ 
decessor (I like to pretend the horrendous PS2 port 
of Grandia II never existed), is an extremely pol¬ 
ished, well-rounded RPG. It’s got lots of huge dun¬ 
geons to explore; a competent story that benefits 
from good pacing and likable, well-written charac¬ 
ters; and beautiful environments. Seriously, it might 
just be the best-looking RPG to date on PS2. 

But where the game really shines, once again, 
is in its battle system. Grandia' s semi-real-time 


battles are superb, offering just the right balance of 
strategy and visual flair, and the new aerial combos 
are a blast. The plot starts to suffer a bit on disc 2, 
and the quest is fairly linear, but the fun battles and 
quick pacing will keep you hooked. 

Grandia III is a 

game I play for the combat and the graphics, and 
pretty much nothing else. The story starts off pretty 
damn cool (I’m a fan of anything that combines 
pirates with airplanes and a sassy young mother— 
yours—who you initially mistake for a sister), but 
at a certain point, it becomes another humdrum 
exercise in racing around the world to collect stuff 
and stop bad people. Yet the combat system is so 
damn good, with the right mix of strategy, action, 
and bright, crisp graphics, that I can excuse the cli- 
ched, mediocre story. Yeah, you can exploit certain 
aspects to make combat really easy for ya, but, er, 
some of the later enemies and bosses are really 
annoying to fight as well, so they balance out. 



Card Sharks 

High rollers can gamble in Grandia IITs casino, 
but only one game of chance is available—an 
original card/dice hybrid. Actually, it’s a weirdly 
confusing contest that can be easily exploited. 
Here’s a surefire way to make mad bank: First, 
save your game, then convert most of your 
money into medals. Bet all of the medals on one 
hand, and place the cards in the order V-lll-VI- 
VII-VIII-XI-IX. Odds are that you’ll win big. If not, 
reload and try again. 


feToice’ 


'ffAlonso ^l -- 

7This is where It gets! 

-, v < s ting! Ron 'em up, Blanca! 



Good: Stunning visuals, rockin’ battles 

Bad: Predictable story line, cliched characters 

Prerequisites: None, no story relation to previous Grandias 




G s 


8.S 


>! 

UJ 5=J 




X 

t— 1 

SHANE 

JOHN R. 

SCOOTER 


Publisher: Square Enix 
Developer: Game Arts 
Players: 1 
ESRB: Teen 


www.square-enix.com 
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Good: Action-flavored battles, lengthy quest 
Bad: Ugly, unbalanced 

Least Ominous Name for a Villain Ever: Stingle 



TALES OF LEGENDIA 

Not-so-hot Tale 



S.5 S.0 7.5 

JUSTIN GREGS. JEREMY 


Publisher: Namco 
Developer: Namco 
Players: 1 
ESRB: Teen 


www.namco.com 


JUSTIN: Namco has been telling a lot of 
Tales lately, and we have to wonder if the 
role-playing series is phoning this one in. 

It doesn’t take an old-school purist to real¬ 
ize that this game just hasn’t translated 
well to 3D. Bland, low-detail graphics look 
more like a cost-saving measure than a 
stylistic choice, and the battles don’t really 
benefit from the third dimension either 
since fighting takes place on a single flat 
plane—arguably a step back from the last 
two games in the series. 

Directly controlling your character and 
whaling on foes with combos and special 
moves reminiscent of those in 2D fighting 
games can be fun, but it’s disappointing 
that the signature element of the series is 
neither innovative nor refined in this install¬ 
ment. The unfortunately named Climax 
mode, which stops time so you can beat on 
your enemies without fear of retaliation, is 
unoriginal, uninteresting, and unnecessary. 

Meanwhile, puzzles take place in con¬ 
trived “puzzle booths,” and the game lacks 
the extra content (multiplayer fighting, 
bonus dungeons, secret techniques) that 
the series is known for. You’d have to look 
to Disney’s Cinderella 2 (now available on 
VHS!) to find a less-inspired sequel. 

GREG S: The battle system in Tales is one 
of those love it or hate it type deals. It defi¬ 
nitely breaks from the RPG norm with real¬ 



time combat and a fighting-game combo 
system. But it’s just so darned simplistic 
that battles turn into an exercise in how 
fast you can tap the X button while guess¬ 
ing when you should be blocking. Yeah, the 
system is a bit deeper than that in theory, 
but in practice, mashing is enough to move 
forward in the game. 

Otherwise, you’ve got a pretty average 
RPG here. Most of the genre cliches are 
out in force, and the poor writing and hack 
voice acting make it hard to figure out if 
a worthwhile story is hiding somewhere 
under the schlock. This is a disappointing 
step back for the Tales series. 

1UP.COM—JEREMY: The Tales series is 
best known for its unique combat system, 
which often feels like it belongs in a fight¬ 
ing game rather than an RPG—a sensation 
enhanced by the fact that Legendia's main 
character, Senel, favors fists to swords. 
Unfortunately, Legendia's combat also feels 
much less polished than in previous Tales. 
It’s simpler than Symphonia's yet harder to 
manage than Destiny's. As for the rest of 
Tales? trappings, I disagree with Justin and 
Greg—the 3D graphics somehow manage 
to look like beautiful hand-drawn art, the 
soundtrack is lush, and the characters are 
well developed (especially if you play the 
lengthy bonus side-stories). Tales may be 
flawed, but it’s definitely enjoyable. 
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» X Collins College 

/ Your profession. Our passion. 
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Collins College offers a Bachelor of Arts degree in Game Design and 
a Bachelor of Arts degree in Visual Arts with a major in Game Art 
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Collins College is accredited by the Accrediting Commission of Career Schools and Colleges of Technology 
(ACCSCT). Financial Aid is available for those who qualify. Career services assistance. Collins College West is 
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the best 
shave ever. 



New Fusion HydraSoothe 
after shave balm with its 
aloe-rich formula soothes 
and moisturizes your face 
after shaving. It's a perfect 
finish to the best shave ever. 




MS SAGA: A NEW DAWN 

The cutest giant death machines ever 


Good: Loads of customization, great boss battles 

Bad: Mind-numbing travel and random battles 

No More Please: The superdeformed robots look silly, not cool 



GREG S: Bandai gets so much right 
with this new Gundam role-playing 
game that the stuff it gets wrong 
really, really hurts. MS Saga is your 
standard turn-based RPG, only the 
(also pretty standard) characters do 
all of their running around in giant, 
customizable robots. 

Saga is totally accessible for all us 
non- Gundam fans, too. The story isn’t 
based on any of the galaxy-spanning 
wars in the multiple television series, 
but instead is set on Earth following 
some sort of catastrophe that has all 
but wiped out humanity. Basically, 
you have a bunch of humans running 
around in giant robots fighting a war 
that they don’t understand. OK, fine. 

But despite the story and endlessly 
customizable robots, you’ll spend 80 
percent of your time wandering the 
bland overworld or horribly uninspired 
dungeons, fighting mindless random 
encounters that require little to no 
strategy. When you do finally slog 


through it all, you’re usually rewarded 
with a boss battle that actually does 
require strategy and takes advantage 
of the different parts and weapons 
you’ve added to your Mobile Suit. 

The payoff is great. It’s the getting 
there that’s so hard to take. 

JOHN R: Don’t let the superdeformed 
robots and archaic-looking interface 
fool you—not only is MS Saga an 
extremely well-produced Gundam 
game, it’s actually an excellent RPG 
as well. You don’t need to know a 
thing about Gundam to enjoy Saga, 
but series fans will go gaga over all 
the different mechs and references 
tucked throughout. 

And I have to disagree with Greg; I 
thoroughly enjoyed exploring the huge 
overworld, numerous towns, and dun¬ 
geons. Add in the insane amount of 
mech customization (39 mobile suits, 
gazillions of ways to modify your ride) 
and a great turn-based battle system 


that allows for up to six (!) party mem¬ 
bers at once, and Gundam fan or not, 
you won’t want to miss it. 

SHANE: Get ready for some sobering 
truths about this sordid MS Saga busi¬ 
ness. Truth No. 1: John loves Gundam. 
He owns boxed sets of the DVDs. He 
probably has some Gundam dolls, too. 
Truth No. 2: I’m way too old for this 
game. So are you, probably. Stacked 
up against sophisticated role-playing 
fare like Grandia III or Dragon Quest 
I /III, MS Saga plays like an RPG for 
babies—it’s tough to get psyched for 
simplistic battles, clumsy dialogue, 
and a too-simple narrative (our pre- 
teen hero seeks revenge for his slain 
teacher and classmates). Truth No. 3: 
This game looks like it was made with 
RPG Maker 3. Truth No. 4: Despite all 
these gripes, MS Saga doesn’t entirely 
suck—it’s a decent licensed romp, 
but it’ll insult the intelligence of your 
average Final Fantasy player. 
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GREGS. JOHN R. SHANE 


Publisher: Bandai 
Developer: Bandai 
Players: 1 
ESRB: Teen 


www.bandaigames.com 



















New Fusion HydraGel 
adds even more comfort 
to the best shave ever. 
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Tiny robot, big heart 


MARK: I have to hand it to developer Skip and 
Nintendo—they tried their best to make me hate 
their new domestic adventure game, Chibi Robo. 

You spend the first hour picking up garbage and 
cleaning the house (always fun), and the rest of the 
game fighting with the touchy camera and wishing 
you could speed up the s...L.o...w...m...o...v...i... 
n...g text-only conversations. Throw in an almost 
total lack of publicity leading up to its release and 
a supercutesy, cartoony aesthetic even 12-year-old 
girls would be embarrassed by, and it’ll be a minor 
miracle if anyone gives this game a shot. 

Which is a shame, because deep down in Chibi 
Robo beats the heart of a refreshingly quirky, wholly 
entertaining experience. The role-playing-game-like 
rewards of “leveling up” your robot (earning new 
abilities and equipment) account for much of the fun, 
but it’s your interactions with an ensemble cast of 
hilarious characters that really set this game apart. 
The egomaniacal power ranger doll, the cutesy 
teddy bear turned hideous by a wicked honey-nectar 


addiction, the hard-boiled (and pun-loving) egg drill 
sergeant—great dialogue infuses them all with real 
personality. The rest of Chibi Robo is a pretty good 
exploration game—collecting items and figuring out 
how to get up into new sections—with the simple 
controls, unlockable shortcuts, and numerous 
quests keeping the same few giant rooms feeling 
fresh. This is not a game for everyone, of course, but 
a game for more people than you’d think. 

JENNIFER: First, let me get this joke out of the 
way. If I needed to make housecleaning more fun, 

I’d just buy a Roomba...[r//77 s/7of]...thanks. Really, 
though, while I understand that Katamari Damacy 
made being a tiny creature roaming around a big ol’ 
human-sized house cool, I’m not sure that scrub¬ 
bing floors and picking up after sloppy, creepy white 
trash is the way to gaming Shangri-la. That said, 

I’ve developed a soft spot for Chibi Robo. The story’s 
sorta contrived, but it’s not bad, and I suspect this 
one is supposed to be played by little kids who 


dig that kind of stuff. I also enjoyed the sense of 
discovery as I played through—the pace is painfully 
slow, but each chapter has a payoff: a new skill, a 
new area to explore, or the simple satisfaction that 
comes from earning a few Happy Points (remember 
what I said about little kids?). Give Chibi a chance. 

KATHLEEN: I dig cute games. I give major (meta¬ 
phorical) points just for being cute, and Chibi Robo 
is cute. But the game’s cycle of cleaning, collect¬ 
ing, charging, and more cleaning would be a lot 
more fun if it would just HURRY UP ALREADY! As 
you manage your way through obstacles made 
of everyday objects, you’re constantly interrupted 
by cut-scenes (which you can’t skip or speed up), 
repetitive explanations from your helper Tele Vision, 
or the need to recharge. 

The awkward, our-wacky-slip-is-showing story 
evokes more sighs than giggles, although if you 
hang in there, the interruptions become more infre¬ 
quent as you go. But by then I was out of juice, 




Good: Sharp dialogue, great cast of characters 

Bad: Occasional camera problems, can’t advance slow text 

First Time: Divorce is mentioned in a Nintendo game? 



6.5 7.5 6.0 
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Publisher: Nintendo 
Developer: Skip 
Players: 1 
ESRB: Everyone 


www.chibi-robo.com 
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HANG UP 

YOUR HALO 
GET READY 

FOR HELL 


Painkiller 


HELL WARS 


THE AWARD-WINNING SHOOTER, COMING SOON TO KDOIT 


0 2006 DreamCatcher Interactive Inc. 
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Xbox Live, the Live logo, and the Xbo:< I > ■ 
of Microsoft Corporation in the United B 
under license from Microsoft. The ratings icon is a 
isociation All other brands, product names and logos contrateo by 
of their respective owners. All rights reserved. 
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' AGEOFEMPIRES 

THE AGE OF KINGS 

Advanced Advance Wars 



CAME OF 

the month 
ctiej 






Turns in Service 
Battles Entered 
Units Killed 
Buildings Destroyed 
DamageOone 


♦ •*+► ^ K) <S 

64 10 300 300 7 7 

Special Abilities: 


■ Do well in the campaign mode and you’ll earn points to buy new maps and units. 


9.0 7.5 8.5 

SHOE G. FORD KATHLEEN 


Publisher: Majesco 
Developer: Backbone 
Players: 1 (2-4 via hotseat 
or local Wi-Fi) 

ESRB: Everyone 10+ 

www.ageofempiresds.com 


Good: Like Advance Wars, but much, much deeper 
Bad: Hard to see units, long missions, a couple of crashes 
Not Real Time: Like its PC brethren 



SHOE: This may be a first in my X many 
years of gaming. Age of Empires DS actu¬ 
ally taught me a few things about real-life 
history and made me want to learn more 
(well, at least enough to go rent Joan of Arc 
on DVD). Amazing. Also amazing is that Age 
is able to take that normally dry history and 
turn it into a compelling turn-based strategy 
game that in many ways is superior to the 
incredibly addicting Advance Wars formula. 
Age doesn’t have AW' s Pokemon-gemaXm 
style, graphics, or personality, though—it 
takes its medieval-era theme seriously. 

So picture AW' s gameplay, with that 
rock-paper-scissors strategy, but throw 
in on-the-battlefield heroes; researchable 
technologies to improve units, income, etc.; 
and new buildings that give you access to 
new techs and troops. The result is incred¬ 
ibly deep and addicting. It makes AW feel, 
well, like it’s for the Pokemon generation. 

That’s not to say this game is superior to 
AW in every way. The isometric perspective 
makes Age's units less discernable (espe¬ 
cially when clumped together on buildings). 
And if the typical AW missions are a comic 
book, then Age's missions are War and 
Peace —looong...some taking three-plus 
hours to complete! 

G. FORD: Age threw me for a loop when I 
first started playing it; I’m used to its PC 


cousin’s real-time ways, so growing accus¬ 
tomed to its slow, turn-based pace took 
some time. But the series’ deep complexity 
makes it here intact—eventually you’ll have 
a herd of war elephants charging a group of 
paladins with solid strategy in mind. Age's 
major failing, though, is how it haphazardly 
crosses the line between immersion and 
boredom. While the amount of strategy you 
can apply to any one campaign is ridicu¬ 
lously varied, matches and turns are way 
too long—you’ll definitely want a magazine 
on hand. The strategy’s here, as are some 
squint-inducing graphics; just be prepared 
for the long-term commitment. 

KATHLEEN: Social studies class would be a 
lot more fun if it included turn-based empire 
building and warmongering like this. I’m 
not sure if Joan ever met Genghis Khan on 
the field of battle (because I slept through 
those classes), but if she had, it probably 
would’ve have been just as awesome as 
the battle Shoe and I waged. Keeping track 
of my empire to fuel my army was hard 
on my peepers, and turns can feel a bit 
slow, but they don’t stop the game from 
being portably epic. But we’ll never know 
how that Joan versus Khan battle might’ve 
turned out, because the wireless connection 
dropped (and there’s no way to save wire¬ 
less games!), but I can’t wait for a rematch. 



IDS 





Girls just want to have fun 



iCT 
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ROBERT SHANE JEREMY 


Publisher: Nintendo 
Developer: Nintendo 
Players: 1 
ESRB: Everyone 

www.nintendo.com 


Good: A new, highly polished Afan'o-style adventure 

Bad: Easier than repeating the third grade 

Shame: The emotion felt by a grown man playing Peach in public 


(Fictionally translated from still love all things Mario. The game pan- 

Japanese) Nintendo Dude No. 1 : “You ders to us oldsters desperate for NES nos- 

know what we need? A Mario- style game talgia—c’mon, you know you’re excited to 

for the ladies.” Nintendo Dude No. 2: fight a paragoomba again—while looking 

“Yes, starring Princess Peach!” ND1 : “Ah, so unbelievably fruity that we can’t even 
but women are physically weak. How pretend that we’re the target market for 

could Peach fight Bowser?” ND2: “By a game starring a pretty pretty princess 

using a woman’s greatest power.” ND1 : with a talking parasol. Still, it’s worth a 

“Sexual bargaining?” ND2: “Close...exces- clandestine look: The gameplay’s fairly 
sive emotion” ND1 : “Yes, we harness the deep, and some of the later levels sport 

mood swing’s terrifying power!” ND2: “And a decent challenge. Overall, Peach feels 

how 'bout we throw in a talking umbrella solid, although low-fi visuals and bare- 
sidekick?” ND1: “Jackpot!” bones touch-panel interaction keep her 

And so, in my un-PC imagination, Super from becoming a true DS legend. 

Princess Peach was born. It’s a Mario 

game draped in pink and dipped in a vat Who’d have thought 

of sparkles. Luckily, I have a thing for Princess Peach would be a more capable 

girlishness and weapons-grade cute. I love action hero(ine) than Mario himself? 

the ladylike way Peach hikes her dress Since she’s a girl, she’s all emotional, see, 
up when she runs, the way she twirls her meaning her mood-based superpowers 
umbrella like a Southern belle. I even liked are built in. No need for mushrooms or 

the goofy animations that accompany her Tanooki suits here, thanks. She even has 

selectable moods (or “vibes,” ick!). These a handy melee weapon in the form of her 
touch-screen-activated moves—anger, parasol, meaning we can finally put the 

sadness, joy, calm—add new puzzle ele- hurt on those annoying piranha plants. Of 
ments to an otherwise familiar, and still course, this tends to make Peach pretty 
fun, action-scavenger hunt formula. Too unchallenging until the final stages. Still, 
bad the game gives all the puzzle answers its dozens of nonlinear levels—packed 
away, holding your hand like a little girl. Oh with clever puzzles, great bosses, and 
wait, that’s who this game was made for. tons of fan service for Mario mani¬ 
acs—make this every bit as tasty as its 

With Peach, Nintendo delivers a cotton-candy worlds would suggest. (Yes, 
stunning wake-up call to adult males who even for boys.) 
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PLAY THE HOTTEST $9 GAMES 
ON YOUR YCAST PHONE! 



9.2/10 - Gamespot 

“Gameloft has struck a balance between the speedy and the spectacular, 
and the result is an excellent and highly addictive sports title”. 


9.0/10-IGN Wireless 

“There is nobody I cannot recommend Massive Snowboarding to -- it reall 
is one of the best "video game” mobile games I have played in some time’ 


8.5/10 - 1UP.com, Jan. 03,2006 

“Between its surprising graphics, perfect control, and addictive gameplay, 
Massive Snowboarding is easily the best snowboarding title on mobile. 

Actually, screw it. It’s the most attractive, engaging mobile game I’ve ever played’ 


on your VCast 


Go to the Get Games category 

phone and start playing in 7v today! 




© 2005 Gameloft. All Rights Reserved. Gameloft, the Gameloft logo, Asphalt: Urban GT and Massive Snowboarding are trademarks of Gameloft in the US and/or other countries. Splinter Cell, Splinter Cell Chaos Theory, Sam 
Fisher, Ghost Recon, (the Soldier Icon] and the Ubisoft logo are trademarks of Ubisoft Entertainment in the US and/or other countries. The trademarks Harbour Town Golf Links and Sea Pines are used under Licensed from Sea 
Pines Company, Inc. All manufacturers, cars, motorbikes, names, brands and associated imagery featured in Asphalt: Urban GT mobile game are trademarks and/or copyrighted materials of their respective owners. All other 
trademarks and registered trademarks are property of their respective owners. © 2005 Verizon Wireless. 1UP.com Logo is a trademark of Ziff Davis Publishing Holdings Inc. Used under license. Reprinted from www.1up.com, 
January 3,2000, with permission. Copyright © 2006 Ziff Davis Publishing Holdings Inc. All Rights Reserved. 
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TRUE SWING GOLF 

A Nintendo golf game...with no Mario? 



8.0 7.0 7.0 

PATRICK CRISPIN JENNIFER 


Publisher: Nintendo 
Developer: T&E Soft 
Players: 1-4 (2-4 via local Wi-Fi) 
ESRB: Everyone 


www.nintendo.com 


Good: Easy to pick up and play 
Bad: No real golfers 

Fewer Than: 5 percent of all golfers break 100 consistently 



PATRICK: The game of golf can be frus¬ 
trating. You piece a couple good shots 
together, nice form, you think you’ve 
figured it out, and then your next swing 
looks like you’re Napoleon Dynamite 
playing tetherball. True Swing Golf cap¬ 
tures this element of the frustrating game 
well. You’re never too good to hook, slice, 
or (if you try and swing too hard) perpe¬ 
trate the dreaded whiff. 

The DS’ two screens are both key 
in True Swing. On the bottom (touch) 
screen, you get a nice overhead view of 
the ball and your club—using the stylus, 
you’ll emulate a real swing with a down- 
to-up motion. You can then watch the 
ball fly down the lush-looking fairways 
(assuming you don’t shank it) on the top 
screen. It works. 

True Swing delivers the options you 
expect in a golf game—play in tourna¬ 
ments, win money, buy better gear—plus, 
you can even customize the personality 
of your golfer, making him or her cool- 
headed or volatile. It’s definitely my pick 
over Tiger Woods on DS.... 

CRISPIN: Here’s a game that lives up to 
its name. True Swing uses the DS’ touch 
pad to great effect, letting you swap 
your irons for a stylus and wallop balls 
with a flick of your wrist. The ball goes 


right where it should go when you swing 
true and with the right force, and games 
move briskly thanks to your ability to 
boost shots into fast motion. That’s not to 
say True Swing is a breeze—whiffing is 
easier than you’d think, and the competi¬ 
tion gets fierce in later tourneys. Just 
don’t expect much sizzle. When the most 
exciting thing you can buy with your win¬ 
nings (aside from slicker clubs) is a new 
pair of slacks, you know you’re playing 
no-frills golf. 

JENNIFER: It feels strange describing 
any DS game as “realistic” or “accurate,” 
and yet this is the first golf videogame 
I’ve played that makes me feel like I’m 
actually swinging a club and connect¬ 
ing with the ball. Oddly, however, while 
this is a very exciting innovation and it’s 
really well done, the rest of the game 
delivers bland, certifiably unwacky golf. 
The courses don’t wow, and the player 
models are damn ugly. The girl char¬ 
acters have kind of a mannish, Queer 
Eye metrosexual thing happening—I 
can’t decide if it’s hilariously wrong or 
strangely realistic. 

True Swing may lack personality, but 
it’s definitely competent, and I especially 
enjoyed being able to play Wi-Fi multi¬ 
player with just one cart. 



A Get plugged in to the most up-to-date gaming information available. 

A RSS feeds from exclusive news sources compiled onto a single 
simplified site. 

A Game previews and reviews collected as they’re posted on the Web. 


Make www.gametab.com your homepage 
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I Dan (in pink) takes on two muscular men at once. 


STREET FIGHTER 
ALPHA 3 MAX 


Been there 


Good: Lots of modes, vivid graphics 
Bad: You’ve played it all before 

Pre-order Through Capcom.com to Get: A special D-pad cover 


SHOE: Wow! Look at all these modes and 
characters! You can put your fighter on 
tour and build up his stats! You can battle 
2-on-1! You can pick from three different 
fighting styles (-isms, for you SF\ie ts)! 

Oh...wait...we’ve seen this all before. 
When this fighting game hit consoles 
(seemingly decades ago), it was king. 
Now, it just feels...old. Wait, what if I 
factor in all the new PSP-exclusive addi¬ 
tions? Like Variable Battle mode, which 
lets you tag in your partner in real time 
for a different take on 2-on-1 bouts, or 
fresh faces (from other Capcom fighting 
games) Yun, Maki, Eagle, and Ingrid? I 
suppose I’m happy the developers put 
in something new, but they didn’t go far 
enough. Why not 2-on-2 battles? Why not 
completely new, original characters? Why 
not...well, I’m not the developer here. It’s 
not my job to come up with the ideas. 

The gameplay is still a safe “solid,” 
though. I pulled off dragon punches just 
fine, and everything ran smoothly, even 
over the airwaves in head-to-head multi¬ 
player. I have zero complaints about the 
controls, although the PSP’s D-pad isn’t 
the most comfortable thing in the world.... 




SHANE: This is precisely the 
kind of shovelware the PSP needs—an 
enhanced port of a classic game that’s 
perfect for wireless multiplayer action. 
While SFA3 isn’t the best Street Fighter 
in recent years ( SF3:3rd Strike easily 
takes that prize), it’s one that a lot of 
fighting-game fans slept on, so this 
rerelease gives us all a second chance 
to appreciate its responsive controls, 
colorful visuals, lovable fighters, and 
plentiful gameplay options. The PSP 
screen is a great showcase for the 
game’s retouched stages and tweaked 
character animations. 

It’s a more frantic and less balanced 
affair than you might expect from the 
series, but it’s the best fighter on PSP by 
a mile. Maybe Shoe’s just hurting from 
his humiliating losses.... 

1UP.COM—CHE: SFA3 —with its ambi¬ 
tious mix of fighting systems and 
mind-blowing array of characters—is an 
excellent reminder of why 2D fighters 
are still just as relevant today as they 
were a decade ago. Unfortunately, you 
probably won’t be able to experience 
any of that brilliance on your PSP—at 
least not in the way it was intended. As 
anyone who’s played Darkstalkers on the 
handheld can attest to, the PSP’s stock 
D-pad simply isn’t up to the task of a 
2D fighting game with all its traditional 
“fireball” and “dragon punch” motions. I 
HIGHLY recommend preordering through 
capcom.com to get the special adhesive 
D-pad cover. But be warned: Once it’s 
on, it’s on. 


ceL o 

£5 


6.0 8.S 7.5 


Publisher: Capcom 
Developer: Capcom 
Players: 1 (2 via local Wi-Fi) 
ESRB: Teen 


www.capcom.com 


WORLD SOCCER 

WINNING ELEVEN 9 

A beautiful game in your pocket 


ONAMI 






■ Some chaps (nice 
tube socks) playing 
soccer yesterday. 


Good: Links with the PS2 version 
Bad: But only for data exchange 
What Ever Happened to: David Beckham’s hair? 



Konami’s excellent soccer 
sim debuts on the PSP looking nearly 
identical to its console counterpart. The 
controls, while not quite as concise, 
still leave you feeling in charge of the 
action—no L2 and R2 buttons means you 
must relearn a few maneuvers and use 
the double tap to pull off some functions, 
but no big deal. 

Advancing the ball in Winning Eleven 
stakes some subtlety; you’ll have to 
master one-two passes and crosses and 
understand that a well-timed through 
pass delivers far greater results than 
simply leaning on the sprint button. 

WE9 features more real players and 
teams (a lack of official licenses has long 
been the series’ main shortcoming), and 
the little dudes look surprisingly realistic. 
You can expect a smooth, varied experi¬ 
ence on the pitch, but like in the console 
version, too many stoppages and free 
kicks grow annoying. 

Unfortunately, the load times are a test 
in patience, even by PSP standards, and 
the PSP version lacks the Master League 
mode, cup competitions, and com¬ 
mentary (I miss ya, Sir Trevor Brooking). 
Nevertheless, WE9 still offers the most 
fluid, strategic take on the world’s 
biggest sport. 

Flip back to my review of the 
console version of WE9( pg. 103) and 
you’ll know how much I champion 
Konami’s latest soccer offering. But 
ugh—what happened here? Sadly, this 
series makes a lot of rookie mistakes 
on PSP: insanely long load times (aver¬ 


age wait is one minute), no 
announcer calling the action, and a 
trimmed-down selection of modes— 
where are the tournaments?! Yet my 
biggest problem is the camera; no matter 
which setting you choose, the camera 
is always positioned too close to the 
field, making it very difficult to locate 
teammates while working your way 
toward the goal. And if you thought stop¬ 
ping IVFs brainy A.I. squads was tough 
before, now imagine not being able to 
see them. 

If you’re going to play a sports 
game on PSP and your name isn’t Bryan, 
WE9 is a great choice. Although it feels 
dumbed down in some respects—the 
previously mentioned lack of announc¬ 
ers, modes, and a really wide camera 
angle— WE9 seems much more pick- 
up-and-play accessible compared to the 
console version. Only having two shoulder 
buttons is kind of a blessing, honestly, but 
if you want to get really tricky, you can 
always access the advanced moves with 
fancy double taps. Just bring a magazine 
to read while the game loads. 



Is 

on 

Si 

75 

X 

PATRICK 


Publisher: Konami 
Developer: Konami Tokyo 
Players: 1 (2 via local Wi-Fi) 
ESRB: Everyone 

www.konami.com 


ELECTRONIC GAMING MONTHLY • www.1UP.com • 113 































reuieuu creuu: 
psp 


l 


' MEGA MAN 

MAVERICK HUNIERX 

Mega Man mega fan service 



Good: Bright, clear graphics, great classic gameplay 

Bad: Both more simplistic and difficult compared to modern games 

Boss Order: Chill, Spark, Arm, Oct, Boom, Sting, Storm, Flame 


MARK: It may have the crisp anime cut- 
scenes, (mostly) decent voice work, and 
bright, clear 3D graphics of modern titles, 
but Maverick Hunter’s gameplay is stub¬ 
bornly old school: You can’t duck, you can 
shoot in only two directions, and too few 
level checkpoints make the screwy difficulty 
curve even worse. But guess what? That’s 
how it works in every old Mega Man game, 
and taken as one of them (it’s a remake of 
the beloved 1993 Super NES cart Mega Man 
X), Maverick Hunter is a modest success. If 
you never tried the original, the prospect of 
replaying entire levels over and over after 
dying at the boss is probably more than 
you’ll put up with, but fans will appreciate 
the elegance of Hunter's simplicity. The 
enemies and varied stages really force 
you to master the timing and techniques 
of Mega Man’s limited move set—this is 
classic action-platforming that may not be 
at its finest, but it’s still pretty damn good. 
Some changed item locations, nice updated 
graphics, and an all-new ending movie 
further invite a stroll down memory lane, 
though more meaty additions like the new 
option to play as the villain Vile and a few 
less instances of slowdown when the action 
gets heavy would’ve been nice. 

KATHLEEN: The sense of accomplishment 
I get from beating a Mega Man game 



always makes me forget 
how freaking hard it is to do. So I looked 
forward to playing as that Tiffany blue 
hero again. He still can’t shoot in more 
than two directions, and the game is 
just as relentlessly demanding of total 
perfection as the Super Nintendo version 
is. Unfortunately, considering the game’s 
intolerance of miscues, the PSP’s control 
system caused me a little too much frus¬ 
tration. Regardless, if you’re seeking a 
good lookin’, classic, side-scrolling super¬ 
challenge—here you go. 

1UP.COM—JEREMY: For my money, 
the first Mega Man X will always be the 
best—it was fresh, clever, and (mostly) 
unpretentious. Sadly, many of these 
qualities have been lost in this portable 
remake. The 3D graphics are lovely on 
the PSP’s screen, but the controls feel a 
little sluggish compared to the Super NES 
classic’s—specifically, the collision’s a 
little looser. It’s certainly no halfhearted 
port, though. The visual face-lift is accom¬ 
panied by numerous updates to both the 
story and the level designs, a full-length 
anime detailing the game’s backstory, and 
the ability to play as antihero Boba Fett 
(er, Vile). In other words: It’s a love letter 
to MMX fans that won’t be of much inter¬ 
est to anyone else. 


pa: PRACTICAL 

INTELLIGENCE 

QUOTIENT 


Shouldn’t that be PIQ? 





5g 

c£o 






CRISPIN JOHN R. ANDREW 


■fton loves a 
good block puzzle. 


Publisher: D3 

Developer: Now Production 
Players: 1 
ESRB: Everyone 

www.d3publisher.us 


Good: “Eureka!” moments when you figure things out 
Bad: Certainly not the most exciting puzzle game 

Highest PQ Score on Staff: 89 


Maybe if you aced the SAT and 
whupped the ACT and tear through online 
IQ tests faster than the Internet can spit 
’em out, you’ll think PQ is a good time. 
Because despite its shifting blocks and 
conveyor belts and patrolling security 
guards, this is no game—it’s a made-in- 
Japan exam that rates your ability to solve 
environment-based puzzles. You’ll figure 
out routes through lasers walls. You’ll 
pile blocks to build elaborate stairways. 
You’ll fumble in hidden mazes. Many of 
the game’s 100 levels mix all of these 
elements. The faster you figure ’em out, 
the higher your rating. Flub them too many 
times and you’ll flunk out, or you can skip 
a stage if you’re flummoxed. 

Your reward at the end of this brain¬ 
beating gauntlet: your practical-intelligence 
quotient, a numerical rating you can upload 
to a global leaderboard and see where you 
sit with other players (as well as which 
country ranks the highest). Trouble is, 

100 no-frills puzzles, many hampered by 
a lousy camera, make for a long way to 
go to find your score in an obscure metric 
of smarts. But if you have time to kill and 
a hard-on for standardized tests, do the 
United States proud, Poindexter. 

PQ is meant to put your prob¬ 
lem-solving skills to the test, and in that 
respect, it delivers. Most of the game’s 



levels require you to think fast 1 
and work efficiently in order to reach 
the goal with a respectable score, and the 
puzzles are often challenging and engag¬ 
ing. Sadly, the adjustable camera pretty 
much sucks, making it tough to get an 
optimal view on some levels. 

The Internet ranking feature is a nice 
touch, but it would’ve been a lot more 
fun (and replayable) if you received an 
individual PQ score after each of the 10 
stages rather than one overall score at 
the very end. Who wants to play through 
100 levels every time you want to improve 
your ranking? 

Oh, delicious irony: 
a game that yells at me for being stupid. 
Intelligent Qube is a hidden puzzle gem 
from the PlayStation era, and it’s nice 
to see it come back with PQ —even if 
it’s now more like Metal Gear Solid's VR 
missions than its block-rockin’ brother. 

A game like this would fall apart without 
good puzzle design, and PQ has some real 
mind-benders: You must be aware of what 
blocks can be moved and where, you have 
to memorize routes and numbers, and your 
timing has to be very sharp. When all these 
elements come into play (including some 
tough camera angles), PQ can be down¬ 
right devious. But when you figure it out, 
you’ll feel like a real smarty-pants. 
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ROBERT: Take all the puzzle ele¬ 
ments you might find in a typical 
action-adventure game—the box 
pushing, switch flipping, key hunting, 
etc., and boil them down to grain- 
alcohol purity. Rearrange them into 
brain-melting, long-form puzzles, and 
you have Exit It’s a gym membership 
for the gamer brain, pumping up your 
puzzle-solving skills with style. 

Exit pops off the screen with 
inked black-and-white characters 
contrasting against saturated color 
backgrounds. Every character has 
a touch of color. In the case of 
the game’s lead, Mr. ESC, it’s an 
iconic red scarf permanently blown 
backward as he searches through 
flooded subway stations and burn¬ 
ing buildings for trapped survivors. 
When he finds them, they assist in 
the puzzle solving. 

It plays out like this: You use a 
pickax to knock down a wall, to get 
to a kid, who climbs through an air 


duct, to get to a key, and on and 
on. Some levels are so layered with 
steps that you pine for an undo but¬ 
ton, but patience is rewarded with 
tons of eureka moments (cue Zelda 
chime). Exit is a slow but satisfying 
fishing trip of a game. 

G. FORD: The beauty of an original 
PSP game, a rare enough find as it 
is, becomes even more pronounced 
when it’s as slick as Exit. I par¬ 
ticularly like its Sin City meets arty 
Genesis beat-em-up Comix Zone 
look. Impressive graphics aside, 
Exit’s puzzle-based levels kept me 
thinking but were never too hard, 
ensuring constant progress, and 
the game stayed fresh thanks to 
new themes and obstacles every 
10 levels. I was never comfortable 
with the convoluted controls, though, 
especially when dealing with my 
pathfinding-challenged companions. 
Also, slow animations and that 


ever-present threat of a late-game 
mistake and resulting restart had me 
wishing for a rewind button. Still, for 
the most part, this off-kilter, out-of- 
nowhere puzzler delivers. 

GREG S.: Ubisoft’s become the go-to 
publisher for quirky, portable puzzle 
games, it seems. Exit fits right into 
that mold; beneath the supremely 
stylish graphics lies a very reward¬ 
ing and challenging (if sometimes 
tedious) puzzler. 

My favorite bit about Exit is that 
you have to plan your companions’ 
moves as well as your own in order 
to reach each level’s exit. On the 
downside, some of the character 
interactions can be quite touchy, and 
trying to figure out exactly where to 
stand to perform a given action gen¬ 
erally siphons valuable seconds from 
the clock. It’s a crappy way to lose 
a level. It’s this clunky control setup 
that keeps Exit from greatness. 



8.5 7.0 7.0 

ROBERT G. FORD GREGS. 


Publisher: Ubisoft 
Developer: Taito 
Players: 1 
ESRB: Everyone 


www.ubi.com 





Real World Education 
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School of 

Computer Animation 


800 . 226.7625 

fullsail.com 


3300 University Boulevard 
Winter Park, FL 32792 

Financial aid available to those who qualify 
Career development assistance 
Accredited College, ACCSCT 


SCHOOL OF: COMPUTER ANIMATION > DIGITAL ARTS & DESIGN > ENTERTAINMENT BUSINESS > FILM > GAME DEVELOPMENT > RECORDING ARTS > SHOW PRODUCTION & TOURING 

































Guildhall 

-at smu-s* 


Successful careers in 
digital games 
start here 



Half-Life 2 Mod: ECLIPSE 

Final project by Team “CalTech Studios” 

15 students. 5 months. 5th and 6th terms. 


0 

Art Creation 

■ 

in 

Level Design 


Software Development 


Team Games 


► Renowned research university 

► Curriculum designed by the game industry 

► Classes taught by industry professionals 

► Specialized fields of study 

► Interdisciplinary team game production 

► 3-month professional internships 

► Job placement assistance 

Earn a Master of Interactive Technology 
or a Professional Certificate in 
Digital Game Development 


214.768.9950 

guildhall.smu.edu 
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review crew: 


Here’s the drill 


Good: Classic 2D platforming at its best 

Bad: May give oldsters carpal tunnel syndrome 

Just When You Think You’re Out: They give you bonus levels 


THE MONTH 

CTIEJ 


W'-M 


i’/IMK: As you can tell by its studio 
moniker, Pokemon developer Game 
Freak has a knack for names, and 
it picked the perfect title for this 
polished action-platformer. Dozer’s 
awesome L- and R-button drilling 
mechanic bores through every aspect 
of the game—it’s brilliantly integrated 
into combat and exploration, fantastic 
boss fights, jumping, swimming, fly¬ 
ing, puzzles, you name it. Plus, it’s 
just plain satisfying smashing through 
walls, toilets, desks, and anything 
else in your path. The goofy story 
and cartoony graphics might turn off 
some grumpy seniors who think they 
are “too old for it” (ahem Jen!), but 
the smoothly escalating difficulty and 
tough unlockable bonus levels are 
most definitely not for kids. Besides, 
gameplay this solid doesn’t have an 
age bracket. A great reason to dust 
off your GBA or use that neglected 
cart slot in your DS—here’s hop¬ 
ing Game Freak ventures outside 


the comfy (albeit lucrative) realm of 
Pikachu and pals more often.... 

Funny how things grow on 
you. When I first dug into this 2D plat¬ 
former, it didn’t impress me. In fact, 

I think the words that came to mind 
were utterly mediocre, been there 
done that, derivative, hackneyed...you 
get the idea. But as the game wore 
on and the levels, bosses, and drilling 
techniques available to me got more 
and more developed, I found myself 
drawn in. The puzzles provide an 
awesome balance of manual dexterity 
and mental prowess, and the game’s 
pacing is spot-on. 

Only in the later levels, when I 
was already hopelessly addicted, did 
Drill Dozer turn on me. Gone were the 
long, relaxing platforming sections; 
in their place were fast and furiously 
demanding passes with one too many 
electrified moving platforms and boss 
after boss after hella frustrating boss. 


Still, just when I was truly convinced 
that “I’m too old for this crap!” they 
gave me bonus levels—and I couldn’t 
wait to play them. 

lUttOOM '-LiiMi'/IY: Good news, 
everyone! There’s still life in the hum¬ 
ble GBA...and room for creativity in the 
tired 2D platformer genre, too. Game 
Freak takes a break from Pikachu 
and pals to create a deceptively basic 
action game that builds on its clever 
drilling techniques over the course of 
a few dozen stages, until suddenly 
it’s kicking your butt left and right. 

The graphics are dated, the plot is 
childish, and the music annoys—but 
once you find yourself suspended by 
a quivering blob of jelly over a yawn¬ 
ing pit or tunneling through the 
innards of a massive death robot, 
you’ll realize that under the cutesy 
pink hair Dozer offers the same hard¬ 
core “one more stage” challenge as 
the best classic platformers. 


Publisher: Nintendo 
Developer: Game Freak 
Players: 1 
ESRB: Everyone 


www.nintendo.com 
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REVIEWS 


The games that were 
too little...or too late 


I Odama's Darth 
Shogun: His 
weak spot is his 
moustache. 


iM/' 


GC • Nintendo • ESRB: E10+ 


Easily the best voice-activated pinball 
war game set in feudal Japan that you’ll 
play all year, Odama is the ludicrously 
genre-blended brainchild of Seaman 
(Dreamcast) creator Yoot Saito. You send 
forth troops to complete objectives on 
a pinball table cleverly disguised as a 

TL 








is*/! 


battlefield, ordering them around with 
simple commands via the included 
microphone while pummeling enemies j 
and their fortifications with the ball. 


It’s as fun as it is weird, 
See our full review next month. 


and...fighfc! ■ ) )ni ? > oboui: 
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23 to Ufo 

PS2/XB • Eidos • ESRB: M 

Quickly gaining a huge lead in the 
crime-sploitation genre’s race to the 
bottom of the barrel, 25 to Life pairs 
dreadful third-person shooting with 
a gang-bangin’ story line that was 
obviously penned by some 14-year- 
old white kid from the ’burbs. 


bottom lino: The gratuitous cop kill¬ 
ing and violent meat-splosions beg 
for a Senate hearing, but they’ll be 
lucky if they get a “shame on you” 
from Sean Hannity. 


PS2/XB • Atari • ESRB: M 

Backed by more big-name hip-hop hip¬ 
sters than the law should allow, Getting 
Up welds graffiti culture onto a fantasy 
city ruled by expression-snuffing cops. 
Urban art guerrilla Trane makes his 
way through town, bombing lifeless 
streets with aerosol masterpieces and 
beating down random thugs. 


bottom lino: The combat is a mess, but 
the painting bits are strangely hypnotic. 
Style wins over substance (again). 


^ i 
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Final ; : i«jiil: Slvootwlso 

PS2/XB • Capcom • ESRB: M 

Wait, wasn’t Final Fight always 
considered street? Regardless, 
Streetwise follows in the footsteps 
of recent jack-of-all-trades brawlers 
Urban Reign and Beat Down by mix¬ 
ing up some side quests to go with 
the typical beat-em-up gameplay. 


Ooitom lino: It’s comparable to 
Reign and Beat Down in terms of 
stupid fun (plus it has some bizarre 
minigames—crush the roaches!), but 
it can’t touch The Warriors. 


Stato of ymorijonoy 2 

PS2 • SouthPeak • ESRB: M 

Wait, this is the sequel to that game 
with all the riots and the guns and 
the heads you can use as bludgeons? 
Well you still get the riots and the 
guns, but Emergency 2 actually 
thinks outside the mall, loosing you 
in a huge city with crowds you 
can rally to your cause with squad 
commands, hotswappable charac¬ 
ters—even vehicles! 


:}i)Uom lino: Different from the first 
game in the best possible ways. 
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REVIEWS ARCHIVE 

Recent reviews in fun travel size 


SYSTEM VERDICT 


50 Cent: Bulletproof PS2/XB 

America’s Army: Rise of a Soldier PS2/XB 

Amped 3 XB360 

Animal Crossing: Wild World DS 

Ape Escape 3 PS2 

Ape Escape Academy PSP 

Call of Duty 2 XB360 

The Con PSP 

Condemned: Criminal Origins XB360 

Crime Life: Gang Wars XB 

Electroplankton DS 

Fatal Frame III: The Tormented PS2 

Final Fantasy IV Advance GBA 

Fire Emblem: Path of Radiance GC 

Gauntlet: Seven Sorrows PS2/XB 

Grand Theft Auto: Liberty City Stories PSP 
Guitar Hero PS2 

Gun PS2/XB/GC 

Gunstar Super Heroes GBA 

Half-Life 2 XB 

James Bond 007: From Russia With Love PS2/XB/GC 
Kameo: Elements of Power XB360 

Kingdom of Paradise PSP 

L.A. Rush PS2/XB 

The Lord of the Rings: Tactics PSP 

The Legend of Heroes: Tear of Vermillion PSP 
Madden NFL 06 XB360 

Magna Carta: Tears of Blood PS2 

Mario & Luigi: Partners in Time DS 

Mario Kart DS DS 

Mario Party 7 GC 

Mario Tennis: Power Tour GBA 

The Matrix: Path of Neo PS2/XB 

Metroid Prime Pinball DS 

MVP 06 NCAA Baseball PS2/XB 

Need for Speed: Most Wanted PS2/XB/GC 

Need for Speed: Most Wanted XB360 

Operation Flashpoint: Elite XB 

Pokemon XD: Gale of Darkness GC 

Perfect Dark Zero XB360 

Peter Jackson's King Kong PS2/XB/GC 

Pokemon XD: Gale of Darkness GC 

Project Gotham Racing 3 XB360 

Prince of Persia: The Two Thrones PS2/XB/GC 

Quake 4 XB360 

Ridge Racer 6 XB360 

Romancing SaGa PS2 

Samurai Shodown V XB 

Shadow the Hedgehog PS2/XB/GC 

SOCOM: U.S. Navy SEALs Fireteam Bravo PSP 
Sonic Rush DS 

Soul Calibur III PS2 

Spider-Man 2 DS 

SSX on Tour PSP 

Star Wars Battlefront II PSP 

Stubbs the Zombie XB 

Suikoden Tactics PS2 

Super Mario Strikers GC 

Tokobot PSP 

Trapt PS2 

True Crime: New York City PS2/XB/GC 

Viewtiful Joe: Double Trouble DS 

Viewtiful Joe: Red Hot Rumble GC 

The Warriors PS2/XB 

Wild Arms 4 PS2 

WWE SmackDown! vs. RAW 2006 PS2 


■ Awful third-person shooter looks like a million bucks but plays like, well, 50 cents 3.5 
IA decent, realistic, Army-themed first-person shooter with less flavor than an MRE 
I Crazy-ass cut-scenes are fresh, bright spots in this huge snowboarding game 
I The same insane fairy-tale fishing/talking/walking game is now portable and online 
IA frustrating camera thumps much of the monkey-snatching fun in this platformer 
I Seeking a good WarioWare-\r\sp\red minigame title for the PSP? Keep looking 
IA fully functional military shooter with killer A.I., sound, maps, and gameplay 
I Rotten camera and long-ass load times ruin this mishmash of strategy and brawling 5.0 
I Clunky controls hobble this macabre survival-horror title’s deeply eerie gameplay 
I This brawler is a butt-ugly, fundamentally terrible, mindless embarrassment 
I This visually trippy unsavable-music-making game is all novelty but no gameplay 
I Going ghost busting with young hotties and a camera should be more fun than this 
IA revered role-playing game made even better with new dungeons and portability 
I Grid-based strategy series with a ton of characters brought into the 3D realm 
I Another solid, but short and mindless, round of elf clear-cutting is fun with friends 6.5 
I Senators, lock up the children: The GTA experience is now portable 
I Now that ain’t workin'—that’s the way you do it. You play the guitar on the...PS2 
I GTA meets Deadwood— a sight short on length, but still a rootin', tootin' shooter 
IA semidisappointing, yet solid, sequel to the beloved Genesis side-scrolling shooter 
I A beautiful port of the brilliant PC shooter—stellar physics, atmosphere, and action 


I Lovely, but brief and sorta disappointing, adventure ti 


s with flashes of brilliance 


■ This racing game offers a ton of cool cars that crash in random, frustrating ways 

■ Although cinematic and fresh, this tactical title’s sloppy presentation frustrates 

■ “Old school" doesn't always mean "all good," but this RPG is classically sound 

■ More of a gridiron evolution than revolution 

■ An RPG with strong visual design that drops the ball with an icky battle system 

■ Fun, dungeon-rific RPG with action-filled combat featuring your favorite Bros. 

■ Retains Mario’s status as champ of Kart games, now portable and online 

■ Seventh entry in the board-game-that-plays-itself series is just what you’d expect 

■ Mario’s chatty, RPG-ish tennis game benefits from simple controls and fun multiplayer 8.0 

■ Playing through the movie trilogy would be a bit more fun with a better combo system 7.0 

■ The normally dignified Ms. Aran is dropped into a decent pinball game 7.5 

■ Poor fielding is just one of many errors found on this collegiate diamond 5.5 

■ The latest in this racing series lets you drop the hammer on the run from the law 8.0 

■ The 360 version’s differences are strictly cosmetic and probably not worth the extra $ 7.0 

■ This uberreal military shooter’s multiplayer and maps help make up for how ugly it is 8.5 

■ The series makes some strides on the Cube with this passable RPG for Pokemaniacs 7.0 

■ This shooter's multiplayer goes the distance to offset the imperfect single-player 6.5 

■ A cinematic, breathtaking action-adventure game that is fit for a King...m...Kong 8.5 

■ The series makes some strides on the Cube with this passable RPG for Pokemaniacs 7.0 

■ Totally visually stunning, semiserious racing thrills. The best of the 360 launch titles 9.0 

■ The leaping, wall-running, puzzle-solving Prince returns to fighting form 9.5 

■ Visually choppy, generic first-person shooter with decent multiplayer 5.5 

■ A solid racer underneath embarrassingly lackluster (is this really next gen?) visuals 6.0 

■ Wide-open, but totally confusing, RPG means a ton of wandering and not much fun 7.0 

■ Sadly, the worst of the beloved classic arcade fighter series is the one that’s online 5.5 

■ An adventure shooter with awful targeting and camera, starring Sonic’s ugly-ass twin 6.0 

■ This combat shooter is pretty and portable but lacks the balls of the console version 6.5 

■ A step back to the rushing, roller-coaster, side-scrolling Sonic done properly for DS 8.0 

■ All the smooth, responsive fighting gameplay you’ve come to expect from this series 9.0 

■ If your spider sense is on the fritz, let us warn you to avoid this ho-hum adventure 6.0 

■ Awkward to play on the PSP, it’s still a decent snow-sport game 7.0 

■ This packed-with-Ster- Wters-toys shooter’s controls make it too awkward to enjoy 6.0 

■ Third-person, zombie Halo. Sound weird? It is, but brain-eating mayhem should be 8.5 

■ A decent strategy-RPG and a gentle intro to the rather confusing Suikoden series 7.0 

■ This varsity-level soccer-playing-plumber game lacks the variety to make it great 7.0 

■ A terrible camera and wonky controls short-circuit this puzzle-solving robot game 5.5 

■ This build-it-and-they-will-come-to-be-impaled trap-setting adventure is repetitive 6.0 

■ An ambitious, but unfortunately buggy, ugly GTA clone set in the Big Apple 3.5 

■ A modern, but repetitive, update to the side-scrolling brawlers we grew up with 8.0 

■ A chaotic, button-smashing frenzy of fighting, bubble gum, and moviemaking 4.5 

■ We dig this sweet resurrection of both a ’70s cult-classic film and the brawler genre 8.5 

■ Fantasy/sci-fi/Wild West RPG with a solid battle system but surprisingly vanilla plot 8.0 

■ Story mode is much improved, but tag-team partners still act like idiots in the ring 6.5 


SCORES 
(out of 10) 

AWARD 

3.5 

3.0 

3.5 


6.0 

6.5 

5.0 


7.5 

8.5 

8.0 

Silver 

7.5 

7.0 

9.0 


8.0 

5.0 

5.5 


4.5 

5.5 

4.5 


8.5 

9.0 

9.0 

Silver 

5.0 

2.5 

4.5 


7.0 

6.0 

8.5 


2.5 

2.0 

1.5 


5.0 

7.0 

5.0 


6.5 

7.5 

7.0 


9.0 

9.0 

8.5 

Silver 

8.5 

8.0 

8.0 

Silver 

6.5 

6.5 

6.0 


9.5 

9.0 

9.0 

Gold 

9.0 

9.0 

9.0 

Gold 

7.5 

8.0 

7.5 


7.5 

8.0 

7.5 


9.0 

9.0 

9.5 

Gold 

6.5 

6.0 

6.0 


6.0 

6.0 

7.0 


7.0 

7.5 

5.5 


6.5 

6.5 

5.5 


6.5 

3.5 

6.0 


6.5 

8.5 

7.0 


8.0 

7.5 

8.0 


7.5 

6.0 

5.5 


8.5 

8.0 

9.0 

Silver 

9.0 

8.5 

8.5 

Silver 

6.5 

6.5 

5.0 



Gold 

Silver 


8.0 4.0 
8.0 4.5 
7.0 8.0 
8.0 6.5 
7.5 7.0 

7.5 7.5 
7.0 8.5 
6.0 7.0 
8.0 9.0 

8.5 9.0 
6.0 7.0 

8.5 9.5 
7.0 9.0 

5.5 8.0 
6.0 7.5 

6.5 5.0 

5.5 6.5 

5.5 3.0 

7.5 8.5 
8.0 8.0 
9.0 9.0 

5.5 3.0 
7.0 8.5 
7.0 6.0 

8.5 9.0 Silver 


6.5 7.0 
6.0 5.5 

7.5 7.0 
9.0 6.0 

8.0 8.5 Silver 


Silver 

Gold 
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'Where buying 
and selling is 
part of the ^ 


INTRODUCING THE NEW WAY TO 

BUY AND SELL 
VIDEO GAMES! 




swapZONE^ 

auctions for gamers by gamers • www.gameswapzone.com 


• Create your own store 

• Featured product listings 

• Rating system 

• Bulk uploading 


SHfZONES* 


wee 


LISTINGS 


PlayStation ■ PS2 ■ Xbox ■ PSP ■ GameCube ■ N-Gage ■ Game Boy ■ PC Games ■ DVDs ■ and more 



















^ I JUST BOUGHT FRICNPS^ 
FOR PS2. NOW I KNOW HOW 

people Feci whcn thcv have 

TO BUY APUIT PIAP6RS 
X._OR CRAB SHAMPOO. ^ 


/ I KNOW ONe PAY I'll ^ 
r UNPCRSTANP WHY YOUR ~ 
TIMeCOPPeRY TOOK MY HANPS. 

FOR NOW, m. JUST SAY 
THANK YOU, JSAN ClAUPC VAN 
V PAMMC. THANK YOU FOR A 
\ WHATCVCR. ^4 


Friends for PS2—if only it were a shooter 


n t had to happen one day— 
eventually crap itself had 
to take a crap. Friends! The 
One With All the Trivia has escaped 
from its cosmic prison and has come 
to feed on our Earth, leaving only a 
screaming river of pain based on the 
hit television show. I may never know 
what evil marketing overlord found a 
demographic spanning PlayStation 2 
owners and the David Schwimmer Fun 
Club, but I do know that it doomed our 
future. If you want proof, what kind of 
dark future doesn’t send a Timecop 
back to cut off my hands before I was 
able to play this? 

—Seanbaby 


dignity if you’re terrible at it. In fact, I have 
a personal theory that if I’d answered two 
questions in a row, my balls would have re¬ 
placed themselves with an absorbent sani¬ 
tary napkin and a gentle summer breeze. I 
was taking real pride in how bad I was until 
I got to “clip and a question.” During these, 
the game plays a short video and asks 
you visual-retention questions completely 
unrelated to whatever outrageous things it 
was talking about. The first one I got was a 
scene of Charlie Sheen squeezing the hell 
out of Phoebe’s head with two pot holders. 

I couldn’t wait to see what the hell joke had 
that kind of setup. Then, instead of a punch 
line, it cut away and asked me what color 
the wine glasses were. Wine glasses? What 
kind of training does this game expect me 
to have? I shouldn’t feel stupid just because 
when Lisa Kudrow is killed in front of me, 
I’m going to tell the police the identity of 
her attacker and have no idea what china 
pattern he was admiring while driving a pot 
holder through her skull. 


m Wait, what? 


What happens next? 

Assuming you haven’t committed all of 
Chandler’s sass to memory, the easiest 
part of the game is “what happens next?” 
Here, it plays a clip and it’s up to you to pick 
the line that follows it. And say what you 
want about the mediocrity of sitcoms; they 
have better comedy writers than the nerds 
smashing copy together for PlayStation 
trivia games. It’s pretty easy to pick out 
the competent punch line from the ones 
about Yoda. Make no mistake, though; the 
amount of satisfaction you get from solving 
these tiny puzzles will do nothing to make 
up for the nightmare of the rest of this 
game. This lesson came only after hours 
of torture and confusion, so learn from me: 
Man was never meant to know just how 
much he knows about Friends, 


H Finally, the perfect trivia question to make 
out with dudes to. 


Choose the form of the destructor 

The game’s difficulty levels are adorably 
described as light, medium, and dark roast, 
like the kinds of coffee you might order 
where the Friends go! But they’re all equally 
impossible. The evil powers that filled my 
brain with Friends knowledge never both¬ 
ered to include specifics. I had no idea what 
Chandler quipped after the comical setup 
of Ross’ suntan or Monica’s bare-handed 
strangulation of a kitten. Luckily, thanks 
to Satan, every wrong answer comes with 
voice-acted taunts from regular feature 
character “Janice!” She’s the one who 
sounds like a pterodactyl making human 
words through sheer force of godlessness. 


FRIENDS: THE ONE 
WITH ALL THE TRIVIA 

PS2 Warner Bros. 

It’s easy to think you’re better than this 
show. It’s cute, it’s inoffensive, and millions 
of very lame people love it. Any angst or 
self-expression you’ve ever had is desper¬ 
ate to make you hate it. But here’s the 
real reason to hate it: It’s a witch. To the 
best of my memory, I’ve never sat down to 
watch it, and yet somehow, I’ve seen every 
episode. And that’s not unfinished observa¬ 
tional comedy. That is a warning to genu¬ 
inely fear the supernatural nature of this 
show. Dark-sided forces conjure Friends 
episodes directly into our minds, and the 
government hides the blooper special in 
our polio vaccines. It’s why the new $20 bill 
says, “Obey Friends...or die of polio,” above 
the pyramids and floating eyeballs. 


-FtI TNK 


■ Ru,e No. 1 about life: Jean-Claude Van Damme doesn’t blorp through time portals and dismember folks unless he has a damn benevolent reason. 


120 • ELECTRONIC GAMING MONTHLY • www.1UP.com 


E 

BL 

JinkE 

m 

S3 

P 














BMBzz22£BSk? 

w rrrrr>rrr/jr9 


«P't 




Six Hot New Titles for your PSP™ (PlayStation®Portable) system 


P.TP. 

RayStation. Portable 


www.capcom.com 


©CAPCOM CO., LTD. 1987, 2006 ALL RIGHTS RESERVED. MEGA MAN, CAPCOM and the CAPCOM LOGO are registered trademarks of CAPCOM CO., LTD. STREET FIGHTER® is a registered 
trademark of CAPCOM U.S.A. INC. VIEWTIFUL JOE and MAVERICK HUNTER are trademarks of CAPCOM CO. LTD. “PSP” is a trademark and “PlayStation” and the “PS” Family logo are registered 
trademarks of Sony Computer Entertainment Inc. Memory Stick Duo™ may be required (sold separately). The ratings icon is a registered trademark of the Entertainment Software Association. All other 

trademarks are owned by their respective owners. 






























GRUDGE MATCH 

A gangsta’s nightmare 





ACROSS 

I. Star Wars Imperial walkers 

5. Punch-OutH’s Super _ Man 

10. “Catty” gap in Dave Mirra 2 

II. Unlockable Getaway (PS2) 
option Free _ 

12. Pac-_ (NES) 

14. Gives you the Divine Rose in 
Kingdom Hearts 

15. Pac-Man Clyde’s color 

16. Guitar Hero band 

18. Sonic sidekick 

20. Addams Family ( NES) pianist 

23. Symphony of the Night (PS1) 
Alucard’s neckwear 

27. Zelda series propeller-head 

29. Scripted speech 

30. Like a heavily used Baldur’s 
Gate knife 

31. NES platformer _ and Milk 

32. Link’s ride in N64 Zelda 

34. Kingdom Hearts Coliseum Cup 

36. Kingdom Hearts baddies 

38. San Andreas pants 
possibility? 

39. PSP Liberty City 
Stories series 


DOWN 

1. Gun firearm refills 

2. PSP’s Legend of Heroes: A _ of Vermillion 

3. Ecco’s echo-locator 

4. Like GameCube Metal Gear's Snakes 

6. Kratos’ God of War nemesis 

7. Peyton’s Madden NFL 06 team 

8. Stars Master Chief 

9. Soul Reaver precursor Blood _ 

13. Indigo Prophecy’s old maid 

14. Animal Crossing Japanese tree decor 
17. A console launch-day line, in the U.K. 

19. These give Samus the space jump 
ability in Metroid Prime 

20. London’s finest in Midnight 
Club (abbrv.) 

21. King of Fighters' Jones 

22. Bratz: Rock Angelz heroine 

24. Prince of Persia: The _ of Time 

25. You’re reading ’em 

26. Japan’s big videogame expo, for short 

28. Atlantis 3 (import) sidekick 

29. Gillespie of Silent Hill 

33. PS2 networking startup disc, for short 
35. L.A. Rush aftermarket parts-maker 
37. Type of Donkey Kong Country barrel 



Crime doesn’t pay, and neither should you—for either of these steaming turf- 
war turds. But if you were held at glock-point and had to choose between 
playing one of these games or getting shot a third time, which should it be? 


CAST 


\ 1 Fiddy, Dre, and 


\ Eminem...as a cop! 

Eminem’s 1 

tffrA Advantage: 

leftovers—D12 / 

11 1 50 Cent 



STREET LINGO 



Everyone’s the N-word, 
regardless of race, 
gender, or creed 
Advantage: 

50 Cent 



YOUR COST 


50 Dolla, and any credibility 

$20, and any credibility you’ve 
accrued at the game store 

you’ve accrued at the game store 

Advantage: 


Crime Life 


OUR HERO 



Curtis “50 Cent” Jackson, 
who, as it turns out, is not 
actually bulletproof 
Advantage: 

50 Cent 


GAMEPLAY 



Shoot dudes, converse 
with hookers 



Punch dudes, punch 

hookers / f 


Advantage: Tie 

(whichever gets you off, sport) 


MOST QUOTABLE PROFANE LINES 




_ _my_. 

Advantage: 

50 Cent, clearly 

Yo, _ _. Get_an’ _ 

BY THE PEOPLE WHO MADE 



Fight Club. Hmm, 
a history of violence.... 
Advantage: 

50 Cent 



WINNER: 50 CENT: BULLETPROOF 

We won’t deny Bulletproof's horrendous crimes against everything that’s 
cool about videogames. But at least it doesn’t feel like the developers learned 
everything they know about gangs from watching PAX TV. 

























































METAL GEAR ACID 2 EXCLUSIVE: Groovy graphics, trippy 3D tactical action, 
gun-toting girls in bikinis... What more can you ask for? 

RESIDENT EVIL DS: Horror has a new home 

ME & MY KATAMARI: Exclusive PSP debut preview 

HOT LIST: 50 essential, influential mobile-game greats 

SAY HI TO WI-FI: DS does it (Online)! 


Only on Pocket Games: The Handheld Gaming Magazine 
Pocket Games 19: Winter Issue 0n-5ale: NOW! 

Available on newsstands where you find Electronic Gaming Monthly, 
Official U.S. PlayStation Magazine and Computer Gaming World. 



m ZIFF DAVIS MEDIA 


Look for more handheld gaming news on 1UP.com 

Where Gamers Call Home. 


GAME GROUP 
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On the Cover: 

Fighting 
Games 

Featuring Tekken 
2's Nina Williams 
and her breasts. 

All three went on 
to star in their own 
game, Death by Degrees (PS2). 


:o*sh 


game ouer 


OLD SCHOOL 

10 years ago in EGM 


Attitude—that’s what mascots are all 
about. (Well, the furry mammal/Sonic 
rip-off variety are, anyway.) And Punky 
Skunks packaging promoted noth¬ 
ing but attitude: “He’s a Generation-X 
skunk with an attitude!” it sneered. 

But we soon discovered that Punky’s 
attitude had more to do with snuggling 
kittens and wearing flowers in his hair. 
He’s a cheerful little fellow, not at all 
the hipster the box promised...which 
means that he’s such a sorry mascot 
that his own marketing team had to 
lie about him. And that’s just sad. (But 
not as sad as the “sexy” pictures of 
Punky’s female animal friends that pop 
up throughout the game.) 


PUNKY SKUNK 

Punky Skunk • Jaleco • PS1 
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Rejected! 

When Team EGM asked Slam 
7V Jam ’96 (PS1 /Saturn) costar 
Kareem Abdul-Jabbar about his vid¬ 
eogame-playing habits, he replied, 

“I have not played any videogames 
ever my life.” The interview was 
just awkward after that.... 


BOOGERMAN 

Boogerman • Interplay • Super NES/Gen 

We’d like to think that the wretchedness of 
Boogerman speaks for itself. If you’re over 
the age of 11 and don’t see the problem 
with a hero who fights for justice with 
mucous and vomit, well, this game sounds 
like a perfect match for you. 


THE NOID 

Yo! Noid • Capcom • NES 

What could possibly be worse than a 
videogame character whose powers 
revolve around bodily waste? Try a 
videogame character who started life as 
a Domino’s Pizza mascot with the sole 
purpose to squish pizza. This one was 
actually released in Japan as a game 
with no ties whatsoever to fast food, and 
it was pretty lame then. But cramming 
an ugly claymation goon into the pack¬ 
age took it from “lame” to “lamentable.” 


BUBSY 


Bubsy in Claws Encounters of the Furred Kind • Accolade 
Super NES/Genesis/Jaguar 


Game of the Month: 

Real Bout: Fatal Fury (NeoGeo) 

The NeoGeo had no shortage of 
great fighting games, and Real 
Bouts sweet combo system 
wowed the Review Crew so much 
that they didn’t even mind the 
ridiculous-looking characters. 


STAR I ; . 


Donald Duck Branches Out 
Before Kingdom Hearts, Donald 
played the part of a grizzled duck 
detective (armed with both a gun 
and ninja staff) in Maui Mallard. As 
you might’ve guessed, this Genesis 
title didn’t launch the Disney leg¬ 
end’s career, and soon he was back 
playing the pantsless, semi-intelli¬ 
gible, rage-aholic quacker we love. 


| 


MASCOT HEU 

Everyone wants a piece of Mario’s pie, 
but they can’t all be winners 


No tribute to the crappiest mascots of all time would be complete without stop¬ 
ping to spit on the grave of the O.G. (original grotesquerie), Bubsy the bobcat. If 
we were going to point our fingers at any one culprit for the endless parade of 
lame characters that gamers have been subjected to over the past 15 years, it 
would be Bubsy. He’s as cynical a rip-off as we 
can imagine. Watch Bubsy run fast (like Sonic)! 

Watch him zip out of control down waterslides 
(like Sonic, except boring)! Watch him collect 
yarn balls for points (like, well, everyone)! Be 
dully amused by his zany idle animations and 
almost-comprehensible voice samples! Or bet¬ 
ter yet, stuff every copy of his game you can 
find into a sack and drown them. 


KYA 

Kya: Dark Lineage • Atari • PS2 


We hate to pick on a cute girl, but the ads for Kya’s 
game hurt us. Hurt us deep. Apparently, Kya is “a 
whole lot of hurt in a belly shirt.” That’s the kind of 
thing that scars a man’s soul, especially when the 
game it’s promoting is so completely generic. 


ario! Sonic! Heck, even the 
Master Chief, if you want to 
be picky. It seems like gam¬ 
ing’s most successful companies and 
series have a popular, likable mascot to 
represent them. Not surprisingly, nearly 
everyone who wants a leading man (or 
woman...or furball) has been quick to 
mimic the stars. Sometimes, it works 
out well—who doesn’t like Sly Cooper 
and Ratchet? But more often than not, 
it turns out badly. And these guys are 
the worst. —Jeremy Parish 




































CHECK THE RATINGS OISTEVERY VIDEO GAME BOX 



EVERYONE_10+ 


I Cartoon Violence 
I Mild Lyrics 


ESRB CONTENT RATING www.esrh.ori 
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FINAL WORD 

Two editors, 17 opinions 


be scaring the crap out of the other oldies 
on the retirement space shuttle because 
they’re cursing a blue streak at the latest 
edition of Geometry Wars that you play 
with your own DNA from the surface of 
your eyes.... They aren’t really grown-ups. 
They also sleep in bunk beds and always 
ask that the hall light stay on. 

CRISPIN: I need my blankie. But seriously, 
we all know that our reviews are the most 
popular and important part of the maga¬ 
zine. Games aren’t cheap impulse buys 
like DVDs or CDs. I remember all too well 
what it was like blowing $50 on a crappy 
game that got a decent review score in 
the magazines. That’s why we use our 
entire review scale. That’s why we have 
three different opinions for each game. 
The only thing I don’t get is that Dance 
Dance Revolution. Players just look like 
they’re having seizures. 


Working on a videogame 
magsfeine is a dream. Bring us 
ddWn to reality and share the 
real story.... 

CRISPIN: I once had to play Portal Runner 
as part of my job. 

KATHLEEN: The reality is that, as awe¬ 
some as you dream it will be—it’s actually 
about 200 times more awesome than 
that. These vets won’t tell anyone this, 
because they don’t want the competi- * 
tion, but this job is amazing. There 
are chocolate fountains, pony rides, 
rainbows, free high-speed Internet 
as far as the eye can see.... 

CRISPIN: Uh, that’s not 
chocolate. 

# 

Kathleen, here’s 
your chance. Make 
Crispin account 
*¥or something that 
appeared in EGM 
that had no earthly 
business being in 
the No. 1 video- 


game magazine. Because 
he signed off on it. He 
was there. • 

KATHLEEN: You know, there is something: 
In 1997, you, Shoe, and Shawn Smith 
decided it was a good idea to dress as 
elves and pansy around with a giant Mrs. 
Claus in the Holiday Buyers’ Guide. At the 
tender age of 19,1 found those images 
deeply disturbing. Seriously, I still have 
nightmares of you guys in those pointed 
shoes. Of course, Shoe declaring every 
third Friday of the month “Elven Garb 
Friday” doesn’t help matters.... 

CRISPIN: Look, I was just following orders. 
I still have nightmares, too. jMi 


Not pictured: 


Dignity. 


aving recently published 
EGM’s 200th issue, we 
decided it was time for a 


“Games these days are ridiculously shiny....” 


the best. He is my favorite EGM reviewer. 
There. Happy? 

CRISPIN: Oh, Kathleen, I’m so honored. 

I dunno about my favorite reviewer, but 
my favorite review has to be when EGM 
founder Steve Harris played NES brawler 
Flying Dragon and wrote simply, “Just 
another karate game.” I guess you can 
write what you want when you’re the 
boss. Executive Editor Mark MacDonald 
has done some pretty creative reviews in 
his day, too. 

KATHLEEN:: Oh? Like what? 

CRISPIN: Check his SOCOM: U.S. Navy 
SEALs review in EGM It 159. He hollered 
his review like a drill instructor. It was the 
first time I read something in ALL CAPS 
that didn’t annoy the crap out of me. That 
takes talent! 

Crispin, you’ve bee$ with 
EGM the longest. What’s the 
biggest change yo&ve seen in 
gaming over that time? 

CRISPIN: These game tapes are so loud 
nowadays. And so expensive! Sixty dollars 
for a new videogame cassette?! Harumph! 
[Falls asleep in his soup] 

KATHLEEN: Someone turn Crispin’s head 
so he doesn’t drown in his chowder. 

Dear Old Crispin, his senility has led him 
to forget that his olde-timey cartridges 
were nearly as expensive, but couldn’t 
deliver half the game. I think Crispin’s big 
problem is how shiny everything is now. It 
confuses and frightens him. 

CRISPIN: Come to think of it, games these 
days are ridiculously shiny. You see the 
players in NBA Live 06 for Xbox 360? They 
look like someone bathed them in Crisco. 


retrospective on the retrospective. 

So we asked the grizzliest of the 
magazine’s grizzled veterans to have a 
friendly chat with one of our wide-eyed 
newbies on ££Af-related topics far and 
wide. In one comer, we have Senior 
Editor Crispin Boyer (127 issues and 
counting!). He’ll face off against Intern 
Kathleen Sanders (12 pages and count¬ 
ing!). We’re really hoping things don’t 
turn out to be friendly at all. 

EGM 's “Top 200 Games of 
Their Time” from Issue #200 
was certainly definitive, but 
it had to have its faults. What 
was your biggest peeve about 
the list? 

CRISPIN: Dragon’s Lair (No. 185) should 
have ranked waaaay better. It’s easy to 
dismiss it as a barely interactive cartoon 
today, but I stood in line for hours to play 
that crap back in the day. 

KATHLEEN: I didn’t agree with Tomb 
Raider being ranked so high. I know 
everyone was excited to play as her and 
raid her tombs, but really—No. 35 on the 
list? More like 36...double D! ZING! 

Who’s been your favorite 
EGM reviewer throughout the 
years? 

KATHLEEN: [Sounds of a scuffle, metal 
cane hitting skull] OW! Fine, fine! Keep 
your hair on, Grandpa! Crispin Boyer is 


for baking! 


Do you thinj^ it’s possible to 
lose touch with the average 
gamer afteaworking as a 
game journalist for almost a • 
decade? • • 

KATHLEEN: Not these guys. I’m pretty 
sure that at the tender age of 108 they’ll 


Some of us are givers. 

Some of us are takers. 

Filefront.com serves both. 



Unlimited uploads, unlimited downloads, unlimited bandwidth. 

The latest PC gaming patches, drivers, demos, tools, and videos. ..free. 


ONLYON FILEFRONT.COM: 

M What's New in PC Gaming 
from Jeff Green, 

4|| Editorin Chief of 
™ ComputerGaming World 



www.filefront.com 
Check it out! 



ON SALE NOW: 

ComputerGaming World 

March 2006 issue featuring Guild Wars : 

Factions on newsstands everywhere. 



Part of the 1 UP Network. 





Coming Soon... 



GAMEVIDEOS.COM 


See the latest game trailers, video strategies, features 
and much more at www.gamevideos.com 


Part of the 1 UP Network 
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ON SALE MARCH 14 



Printed in the U.S.A. 


M Stuntman 2 (XB360/PS2) 

■ Virtua Fighter 5 (Arcdde)^^^^ 

■ X-3 the Game (XB360) 

■ John Woo’s Strangled (XB360/PS3) 

} ■ Splinter Cell Double Agent (XB360/P9G 


3 urrently, EGM operatives are working deep, deep, deep undercover 
to bring you exclusive info on what next-gen muscle will do for the 
next installment in the Rainbow Six series. We could tell you more 
than that, but then you’d have nothing to look forward to. Did you think we 
were going to say, “We’d have to kill you?” Come on. That’s so cliche. 

L Are you curious about what those sly cats over at Bungie have been 
B up to? We are. So we’re having a little sit-down with them. We’re not 
I going to tell you what we’re talking to them about, but Bungie is the 
I studio that makes the Halo series. We sure do like those Halo game 
* tapes, and we’re very much looking forward to a certain game they 
are working on. 

We’ve got some of our brainier agents investigating the guts of these 
next-gen systems’ current-gen problems. How come these newfangled 
consoles are still lousy with problems like long load times and choppy 
graphics? We find out, but we’re not promising there is anything you can 
do about it. 

Wait! There is more! We’ll expose the inner sanctum of game journal¬ 
ism in a very special edition of Take This Job, talk to some high-falootin’ 
“Game Butlers” [insert infantile “butt" joke of choice here], and deliv- 
J -K er all the sweet-ass previews and kick-ass reviews you’ve come 
■k to expect from the agents of mirth and merriment at EGM. 


■ Metal Gear Solid 3: Subsistence (PS2) 

■ Odama (GC) 

■ Black (PS2/XB) 

■ Fight Night Round 3 (XB360/PS2/XB) 

■ Pokemon Trozei (DS) 


(All planned editorial content is subject to change.) 


ANSWERS TO 

WE HEART 
HEARTS! 
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All RiGHT QoitT 
ON THE SET ! 


RtGHT H , <T 

SAME DEAL 

r okay, were 1 

gonna summon 1 
L \FR\T, NOW. 4 

^-, PLACES, 

( tveRWBoov. 


now. Stooge _ 
hap experience 

wlTH ^J'rY&ht ' 

"ss&kh ? 1 


IT SEEMS EA$V ENOUGH - COM 6 »NE 
SoNE HALF. BAKED JAPANESE HlPPlE PHllOSoPHV 
WITH A SMEAR OF &E.LOVED FAMilV CARTOON 
CHARACTERS, AND LfoU tND UP WITH AN R ?6 
That can be marketed to An^Bod^ who 

DOESN'T TAkE the TIME To CONSIDER THE 

Plausibility of the whole mess... 


once’t \ VIS'TED 
MY COOS'N HORTV 

\nth' Big cn*Y 
AM' THERE was THIS 
mean OL' cat iM 

. A FANCY SOVT.. 


0UT THESE LICENSING 
negotiations ARE A 
NIGHTMARE/ 


I 30ST GOT OFF 
THE PHONE WITH 
DEPOTS DAWG'S PEOPLE - 
<(OU DONT EVEN WANT 
TO KNOW Hi 5 ASKING 
PRICE/ 


calm Down, brother hso 


I BUNKLETON p j 
Bohn^, eh? ^ 
I You Don't seem 

THAT COPIOUS TO 

me: ^ 


OUR PROBLEMS ARE SOLVED! 
MEET BUNKLETON P. BUNNY 

THE CuRiouS RaBBit ! 

HE Rates a SouD " i Think 
I've SEEN HIM SOMEWHERE 

Before" on the klaus- 
esteRhatl mascot-recog¬ 
nition index, And his 
copyright expired in 
IR74/ 1 

he’s as free as J 
Dishwater ! 


EXPERIMENTED 
in COLLEGE! 


YbU* KEY 

, HIT HIM 
WITH WOO 

V\NSl'C K* 


OK/W, 1 
t touRE IN. 
GO POT ON 

Something 

3APANESEV. 


we also got the entire cast of the 
ANIMATED MUSICAL SHORT "SPRiNGT.ME FROLIC ’ 
l NCu i£' NG A ^^NC'NG cow, A Duck who Plaus 
A Hippo's TEETH Like an XYLOPHONE, and these 

eR... ethnically Diverse sunflowers. 

IT WAS 

v - 


\... DON’T 

Think WE 
can use 
them. 


WE 

protest 

OURStLVES! 


“— AuL Ri&HT, YOU'LL WANT TO 

move a little faster next time, 

But that was good for a First try. 
now, talk about Your feelings, 

AND S/W> SOMETHING PROFOUND 
ABOUT the SPiR'T of 6 AIA. 


JTnepoopd 
MR LITTLE 
pants. 
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HSU AND CHAN’S OFFICIAL WEBSITE - WWW.APE-LAW.COM/EVILMONKEy 
GREETINGS, VIDEO GAMERS! LOOK FOR FULL-LENGTH HSU & CHAN COMICS 
AT YOUR LOCAL COMIC SHOP! (OR ORDER ONLINE AT WWW.SLAVELABOR.COM.) 


































































